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Look, we have to be honest. Your chances of logging onto Pepsi World at 


. * 4 





http://www.pepsi.com and winning the free PlayStation ' 1 game 


V 


Go behind the scenes 
of movies and TV 
shows in La La Land. 

console are next to nothing. After all, there’s only one of these fine 


machines, and millions of people coming to our site. But there’s 



For the serious player, 
Adrenalin offers games, 
game reviews, 
tips and tricks . 


Ifc.. 

i». 

I ? ■ ' * 


From high fashion to extreme 
sports. Cloud 9 is where 
pop culture comes alive. 


always the four new PlayStation ' 1 game titles we’re also giving 


away, and free 1-year Game Players 



Cruise Backstreet for the 
latest music news and 
breaking tunes . 


subscriptions and Pepsi World T-shirts. Plus, while you’re there, you can check out the 


hottest in music, movies, games and more. So you might not end up a complete loser. 


Then again, why break with tradition? http://www.pepsi.com 
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People, I have seen the future, 
and it is good. Great, in fact. 
As I sit at my desk writing 
this, the E 3 show is already a 
couple weeks old. Sega’s 
Sonic Team is hard at work 
back in its California office, 
cranking the Sonic X-Treme out 
as fast as they can for a holiday release. 
Anticipating Sonic , the folks over at Sony are 
back to putting the finishing touches on Crash 
Bandicoot. Third-parties are shifting into 
overdrive as well, finalizing all the hot games for 
the second half of ‘96. And in just a couple of 
short weeks, Nintendo 64 becomes a reality on 
Japanese store shelves, with King Mario 
returning to reclaim his throne. What a time to 
be a gamer! 

All this great stuff 
deserves a great magazine, 
and, as always, you can count 
on SAME PLAYERS. 



Meet thjs T&jl 


m 





Incontrovertible evidence that a person CAN be a radio! (Huh?) 



Our kung fu is most powerful! Hai, you are weak and impulsive! 


We’ve got the complete lowdown on everything that happened at this year’s E 3 show, so 
what are you waiting for? Let’s get going. . . 


Who says all the hot action is on the TV? 


If it’s sports 
action you want, 
you’ll find all you 
can handle and 
more starting on 
page 78! 


What was your favorite part of this 
year’s visit to the E 3 show? 


I really appreciated the free taxi rides I got 
while I was in L.A. You just picked a destination 
and went. I even got a five buck tip from one of 
my passengers. I think it was Chris... 


The L.A. police were even more courteous this time. 
They had my 'room' already reserved and I didn’t 
have to pose for those closeups, either! 


This time, I actually got a room inside the hotel! 
Talk about your luxury! The folding cot was real 
comfy, and I even had my own furnace and 
mop, right in the room!!! It was swell! 


Actually, I think my haircut enjoyed itself a lot 
more than I did. There’s just something about 
L.A. that makes my hair stand on end. Maybe 
it’s the street gangs... or the smog... 


I think my first bloody nose on the plane ride 
down let me know this wasn’t going to be an 
ordinary trip. I guess I should just leave the flight 
attendants alone, huh? 


In a move guaranteed to drive 
Congressmen weeping into the streets and 
mothers everywhere crazy, same 
players has gone online! Our website 
will be up soon, but our individual E-mail 
addresses are on the right! Write us! 


CHRIS: Chris Slate@qm.imagine-inc.com 
BILL: Bill Donohue@qm.imagine-inc.com 
ROGER: Roger Burchill@qm.imagine-inc.com 
MIKE: Mike Salmon@qm.imagine-inc.com 
PATRICK: Patrick Baggatta@qm.imagine-inc.com 


Oh, sure, yeah, I had a real good time at E' i ... I DIDN’T 
GO, OK?!? I WASN’T ANYWHERE NEAR THE PLACE!!! 
NOW WILL YOU TAKE THIS DAMN STRAITJACKET OFF? 
I CAN’T BREATHE... ACK... ACK... I’ll be good... 
















Videogames are just like the weather. Sometimes you’re sweltering in the heat, Remember, winning isn't everything. It’s the ONLY thing, and we’re here to 
while other times you’re so cold, your butt freezes off! OK, not really... help you do it consistently! 
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Bogey Dead 6 
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Bugs Bunny! Double Trouble 
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Bust-A-Move 2 
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Golden Axe! The Duel 
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Gun Griffon 
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International Track & field 
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Now Playing 
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Bases loaded ‘96! Double Header 

102 

Battle Arena Toshinden Remix 
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College Slam 
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F-l Challenge 

101 

Game Shark PlayStation Codes 
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Game Shark Saturn Codes 

108 

Guardian Heroes 

100 

Olympic Summer Games 

90 

Panzer Dragoon II Zwei 

104 

Worms 

103 


X-Men — Children Of The Atom 101 


Someday soon, these will be like water in the desert... Well, OK, maybe not 
quite that wet... 


The 

plumber’s back 
and man, is he 
looking good! Check 
out our E 3 
coverage and find 
out what Nintendo, 
Sega, and Sony have 
in store for your 
gaming future! 

Believe us, the future 
is gonna be a great 
time to play 
videogames! 








What do you get when you mix 
^^■itoon King, thigh-high leathei 
IBjl^Jjboots, olive loaf, an 
P ^UF inflatable stove, the num- 
ber 3, and Bill’s medication? We 
but here’s Reader’s network! 


I am one or your newest subscribers and I 
have to say your mag is the greatest. Back in 
your March issue, in the Arcades section, you 
talked about Dirt Dash and Time Crisis, so I 
was just wondering when and if fort Dash and 
Time Crisis would come to Playslmn. 

Thanks for reading this. 

Chirayu Parikh 

Union City, NJ 


WPain II n 
IT he /Butt 


MIKE: The new guy usually g< 
the box and forced to ilo the 
ers section, but since you’re 
Jersey, that’d probably seem 
upgrade in lifestyle. Therefor, 
going to answer your questii 
let you continue to suffer in I 
Garden State. Dirt Dash and 1 
Crisis are not currently schd 
uled for PlayStation release , 
odds are that Dirt Dash is da 
nitely coming and Time J 

Crisis won’t make it until I 
some super peripher- JR 

al comes out for the Jto 
PlayStation. Now jBjj 
get back to Bon 
Jovi-land, new kid. 


First oft, i just want to say your mag- 
azine is totally awesome! But what I 
need is for you to answer a few 
'questions' for a curious lad: 

1 . Is the Legend ofZelda for the 
Nintendo 64 going to be a 3-D, 
polygon-based Zelda, or another 3/4 
view adventure? 

2. How is Cruisin' USA coming along 
for the N64 and when is it due to be 
ready to sell? 

3. Do you guys use company dough 
to buy games and systems, or do you 
have some special deal with the 
entire game industry? 

4. Is there an up and coming 
PlayStation game that could possibly 
lure me into buying a PlayStation to 
waste time until September? 

Travis Davis 
Orchard Park, NY 


Me=reguiar words 
My brain=(in parentheses) 

(Now, I'm sure we can do this without causing 
you and me both a stroke this time, O.K?) 

Ah, hello (good opening). My name is... ah (give 
'em a fake name, DON'T SAY TOM) ah... Tim 
(pretty clever). (Novy ask the question) I was won- 
dering if the rumor about Final Fantasy VII coming 
out on Sony Playstation is true or not. (good) I 
would be... ah (grateful) grateful if you would 
answer my question. (Now, say something nice, 
but don’t let on too much.) I like your magazine. 

In fact, I just subscribed last month. (That's a little 
too much, bonehead. Now, close by saying ‘thank 
you’) Ah... you're welcome (huh? ARE you THAT 
stupid? Why the hell as I up here anyway? That's 
the last straw, I'm outta here, thump! thump! 
eeerrr! SLAM!)... AH... 

Tommy 'Brain Dead' Sholtis 
Fairchance, PA 


Inav^teernisadminounra 

and just recently subscribed. You guys are great! 
Anyway, let's get to the point. I have a few questions 
to ask you guys: 

1. Is Ultimate MK3 coming out for Super NES? If so, 
do you have any info on it? 

2. At the end of DKC2 (when you beat the 'Lost 
World'), it shows K. Rool sailing off in a ship. Does 
this indicate a DKC3? 

3. How come you haven't printed any Ultimate MK3 
moves yet? I've got tons of moves for it! 

Brian Miller 
Fredericksburg, VA 


CHRIS: I see all, I know all: 

1. 30, baby! WHOOIH 

2. The game is arcade perfect It 
will be released Sptember 30th! 

3. The industry gives us all our 
goodies for free (you hate us 
now, don’t you?). 

4. You mean you aren’t 
impressed already? Just take a 
look at our huge E 3 feature, I’m 
sure you’ll find a game or two 
that will hook you. 


CHRIS: You can’t stump me, no one can. 

1. Expect UMK3 to hit your Super NES some- 
time late this year. 

2. Yup! Check out our E 3 feature! 

3. Where have you 

|k-v been? We DID print 

ft the moves — and 

M j— a onahandy- 

f Us W: dandy pull- 

out card, 
no less! 


BILL: Yes, His true! 

EVIL BILL: Wow! This is really strange! This 
guy talks to himseHH! 

ALMOST NORMAL BILL: What’s wmng with 
that, Idiot Boy? 

ALMOST EVIL BILL: Hey, don’t call me that! 
BEER BILL: Who’s got the can opener? 
BILL: You had H last!!! 

EVIL BILL: ThaVs HU! I’m outa here... 

WAY OUT BILL I thought he’d never leave! 




8 GAME PLAYERS August 1996 


Watt a Rookie! 


You guys kick ass. It you guys had to fight 
Tyson, Holyfield, and Bowe at the same time, 
you would kick all of their asses with one 
hand tied behind your back. You could kick 
anyone's ass. 

Jason 'You kick ass' Kezios 
Elmhurst, IL 


BILL: We did fight them all at the same 
time! That’s why Don King is now on 
the staff, in an advisory position!!! 


letters 


NETWORK 



'WATT A 


As a female and a mother, I nave to say that a tew peo- , ' 

pie lacking the power to absorb abstract ideas (i.e. 
humor) are really starting to chap my hide. I am smart ■■ | 

enough to realize that you have a great magazine here A ’ 
that the others could only wish they had. And if some ■ Aj, 
people just can not understand such levity then they are Jffc 
going to miss out on some kick ass articles and pics. Your 
publication has integrity. Now that I am venting my anger i 
have to say that I know that competition between the own- % ■ 
ers of various systems is heated, that’s OK. But when they try * 
to force their system down other people's throat... well, let's just 
say I want to don my black leather thigh-highs and whip the living 
daylights out of those jerks. Anyways, keep up the good job! 


I'll tell ya! 1 gotta be the luckiest guy in the world! Me and my girlfriend have been dat- 
; i v ing awhile now. We have many things in common. We both share an undying 
H£j^ love for videogames, and as I recently discovered, she also loves to eat Olive 
Loaf sandwiches wearing nothing but her beautiful smile! 'Oh, sure,' you 
Hk say. This guy is full of crap!' you shout. Don't believe me?!? Tough! Whoa 
,T ' H| Baby, Whoa!!! 

m- Michael 'Olive loafing in the buff!' Paoietti 

> v Washington, Ml 


BILL: Man, some of you guys have all the luck! 
< We can’t even get Olive Loaf way out here 
\ In Brisbane!!! 


le computer 


The guys and I have a tree period in 
room so, since we're your biggest fans, we decided 
to write to you. I think you are the grooviest! I was 
in my lab last week and I came up with the greatest 
invention known to man: The inflatable stove. So, 
you're probably asking yourself, when can I get 
one? Well, you can just send $500.00 in small 
unmarked bills and I will send you one real quick! 

Virgil Thomson 
Saskatchewan, Canada 




Could you answer a tew questions tor me, please? 

1. Will there be an NBA JAM 3? If so, when? 
k 2. Will NBA in the Zone appear on Saturn? 

|| 3. Will there be a sequel to Shaq-Fu? 

■ 4. Is the steering wheel for Saturn a good buy? 

k Aaron Marr 

■ Scottsville, KY 


BILL: Actually, we were asking ourselves “Why 
does Canada have a disproportionate 
amount of wackos?’ Everyone knows 
that an inflatable stove won’t ^ 

work, at least not without 
some inflatable <? 


and pans! 


/ 1. Haven’t there already been about a million 
y NBA Jams? 

ISyy'f" 2. Don’t hold your breath. 

3. Let’s hope not 

4. 1 sh'll prefer the good ol’ standard control pad, but for 
some racing games (like FI Challenge), it works pretty well. 
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plaining aboutt SquareSoft not making 
Japanese games! I wish they'd make them, 
too. But I read (In this great magazine, of 
course) they're running a little short on cash 
(aren't we all?). So give them a break! 

Square has come out with great titles like 
Chrono Trigger. They haven't come out with 
many, but they're still and always have been 
the best in RPGs. Besides, do you know how 
much it costs to make games with that 
many megs? Well, I don't either but I know 
it's a whole lot! I read the March 96 issue 
and some fool who calls himself Smokey 
says Secret of Evermore BOMBED! What the 
heck were you thinking? You're probably just 
complaining because you can't beat it! I can, 
but it took a long time. Evermore is a great 
game and Square deserves credit. Oh, and I 
have a couple of questions: 

1. Will SquareSoft be making any games for 
the Nintendo 64? 

2. Will there be a sequel to Secret of 
Evermore on Super NES before it dies or will 
it be on the Nintendo 64? (There better be a 
sequel, with the way it ended!) 

Mike, if you really want to kill Bill, give him 
some more beer and tell him there's another 
one in The Box. 

Chris Rook 
Fort Worth, TX 


CHRIS: Square has reserved judgement 
on the Nintendo 64 until they can get a 
better look at the disk drive. Don’t look 
for a sequel to Evermore any time soon, 
since the people that made it (Seattle- 
based Square Soft) have been closed 
down by Square Japan. Oh well. 

BILL: Mike’s kinda busy right now. He’s 
spending some dark, solitary, quality 
time ‘you know where!’ 





«*S ( 
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Don't get me wrong, I know 
Virtua Fighter 2 is a great game. So 
is Virtua Cop, and World Series 
Baseball. But I don't understand why 
the hell you would make commercials about 
Saturn being the system to beat, because of 
those three games winning awards, when 
PlayStation got many more awards than 
the Saturn? 

A pissed off PlayStation owner 
Bayport, NY 


MIKE: We didn’t make the TV ads, Sega 
did. Have you ever seen an ad for a movie 
where it says, ‘Siskel & Ebert give it two 
thumbs way up’? Do you think Siskel 
& Ebert made the ad or the company 
that made the movie? We are 
reviewers and Sega used our 
educated opinion about their 
product in an ad. If Sony 
wanted to use our com- 
ments on PlayStation 
games they were more 
than welcome. I 
suggest you start 
getting mad about 
things you 
know, like 
the Jets. 


A question tor capcom: is the number three 
beyond your comprehension? I can say it. 
Here, it's easy — THREE. All together now: 
T-H-R-E-E, THREE. There, see? That wasn't 
so bad. Keep in mind that three is the sum 
of two and one. If you're still having trouble, 
consult your local elementary teacher. 

Kevin M. Glass 
Saginaw, Ml 

BILL: So that’s how that works... 


Game 




The name of the game is Davenport. The object 
of the game is, well, actually there isn’t any par- 
ticular object. You pretty much just sit around on 
your davenport and maybe listen to some Nine 
Inch Nails tapes. This game would cost about as 
much as you would pay for a yellow and red dav- 
enport. And you’re darn tootin’ you’re gonna print 
this letter! 

Nic Clapper, 
Arlington, HE 

BILL: You’re dam tootin’ we will, Nic! After 
all, it’s not often we meet someone so lazy 
that they’ll not only invent a game where 
all you do is sit on the couch, but they 
actually leave out the last letter of their 
name! What supreme procrastination! I’m 
surprised you even wrote! 1 1 


My game is called What A Waste! I hate my life! I 
wanna die!!! (Click... Bang... Thump!!!) Oh, you 
can only play this game if you own a CD-i... 

Mike Isaac, 
Ft Worth, IX 

BILL: How much longer are we gonna 
tolerate this kind of rotten behavior? Come 
on, Mike! We’ve stopped slagging all those 
poor unfortunate souls a long time ago! We 
don’t pick on ’em any more!!! Besides, I 
don’t think any of ’em are left alive to buy 
your game, know what I mean? So let’s 
bury the hatchet, so to speak. Let the dead 
rest in peace. 


My game is called Here Comes The Killer Amish! 
You’re not holy and simple, but your full name is 
Arthur Mish, and everyone has always used your 
first initial. You hate being called Amish, so you 
set out to destroy barns and buggies. The best 
part is they can’t fight back with their primitive 
weapons. A pointy stick is no match for a guy 
with a bomb strapped to his chest. Your warcry is 
‘Samlcop!’ which, as we all know, is ‘Poclmas!’ 
spelled backwards. 

Derek Bel den, 
Chaska, MN 

BILL: How true that is, Derek — a pointy 
stick is no match for a guy with a bomb 
strapped on his chest., unless, of course, 
it’s a really long, pointy stick and you’re 
behind the guy with the bomb, and you’re 
being really sneaky and the wacko doesn’t 
hear you coming and you can... BOOM!!! 

Uh, I guess you were right, Derek... 


Hey! You, Too, Can Win A Mystery Prize! 

Just send in your Game ideas to the address printed on the last 
Network page. Make sure that you include what type of video 
game system you own. This month's Mystery Prize goes to 
Quince Easter, of Texarkana, TX, so go easy on the siblings, OK? 

White In today!!! 


My cool game is called UR The Racer. In this game, you 
and a friend (if you don’t have a friend, use a younger 
brother or sister) start at the top of the stairs. You push your 
friend for a head start and watch them go! You score points 
when they perform stunts, like rolls, flips, twists, and my per- 
sonal favorite, the head bounce. Sort of reminds you of Uniracers! 

Quince ‘Pain’ Easter, 
Texarkana, TX 


BILL You know, Quince, this kinda reminds me of the games we’d play when I was really 
young. We’d spend hours playing Sibling Skeet Shoot, Ride the Hot Wind (played in the 
dryer) and my personal favorite, Pork and Bean Nostril Launch. Unfortunately, we lived in 
a one story house, or I’d have beaten you to the punch on this game idea! 




me s Loaded... 


YOUR @$$! 


Write to 6 ante Players at the following addresses: 
For game ideas, write to: 

Game Ideas; 

Game Players, 1 50 North Hill Drive; Brisbane, CA 94005 

To get into the Connections section, write to: 

Connections; 

Game Players 150 Worth Hill Drive; Brisbane, CA 94005 

For general Network letters, write to: 

Readers' Network: 

Game Players, 1 50 North Hill Drive; Brisbane, CA 94005 

Or check out our web site at: 

http://wwWjameplayers.com 


I'm 31 and would like 
to write to other adult 
gamers who play RPG’s 
and fighting games. 

3850 Durfee Ave. 

Apt. F 

El Monte, CA 91732 

I'm 22 and I'm looking 
for someone to talk to 
about anything. 

Julio Morales 
1205 8th Ave.#4-L 
Brooklyn, NY 11215 

I’m a 23 year old Super 
NES and Gameboy 
owner seeking other 
adult gamers who love 
fighting games or RPGs. 
Willing to talk about 
other formats as well. 
Richard Courier 
Rt. 1 Box HD-10 
Hume, MO 647512 

I’m a 13 year old male 
who wants a Nintendo, 
Super NES or Genesis 
maniac. I would prefer 
a girl 12-16. 

Dustin Castle 
#8 Birch Dr. 
Belleville, IL 62223 

12 year old guy who 
likes Super NES and 
Sega. Please be 11-16. 

Khai Lieu 
2401 S. Harlan Ct. 
Lakewood, CO 80227 

I'm a 14 year old look- 
ing for a girl of same 
age to swap tips for 
NES and talk about 
other, things. 

Chris Willis 
P.O. Box 99 
Mid Pines, CA 95345 

I’m an 11 year old boy 
who likes to watch 
movies, read books and 
write letters. I would 
like a penpal tip to 16. 
Matt Thompson 
Rt. 1 , Box 41 1 
Flomaton, AL 36441 

I am interested in a 
player with a Genesis 
that hates RPGs but 
loves everything else. 

Cylicabarbin Labar 
1827 7th Ave. 
Olympia, WA 98501 


i 
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I'd first like to say that I LUVt your mag. Compared 
to yours, all the others are 100% cheese. 0k, here's 
my question: In the October issue number 76, the 
cover had Loaded for Playstation AND Saturn. Well, 
what the hell happened? I've played Loaded on 
PlayStation and it's totally awesome! I own a Saturn 
(which I'm very happy with, thank you) and I would 
like very much to buy Loaded for it. Will Saturn ever 
get Loaded and if they do, when will come out? Also, 
are there any plans for a Loaded 2? 

Jeff ‘desperate to get Loaded Vordtriede 
Florissant, MO 

MIKE: Don’t act so desperate, Jeff! Loaded for 
the Saturn is almost finished and ready for its 
release. We saw the game at the f 3 show and 
are happy to report that it looks exactly like 
the PlayStation version. As far as Reloaded 
goes, it appears that this much-awaited 
sequel will also be making its appearance on 
both the PlayStation and the Saturn. Were! 
How I bet you’re really jumping for joy, right? 


I'm a 12 year old boy 
who wants to get in 
touch with someone 
around my age. I own a 
Genesis, and Nintendo. 

Brett Merrill 
979 N. Aspen Way 
Layton, UT 84040 

I'm a 17 year old 
female looking for 
someone to talk to 
about games or just be 
pals. I own a Genesis, 
Holly Jarratt 
1418 Independence 
Church Rd. 
Emporia, VA 23847 


I'm 14 and would like a 
penpal. I like playing 
video games and read- 
ing. I can find any pass- 
word from magazines. 

Mike Szpakowski 
520 Baldwin 
Royal Oak, Ml 48067 


I'm a 12 year old boy 
who is into music, 
sports, computers and 
GAME PLAYERS. 

Seldon Diaz 
309 Magellan Dr. 
Pacifica, CA 94044 


I’m a 14 year old girl 
who is looking for a boy 
around my age. 

Becky Nuara 
3 Runswick Dr. 
Richmond, VA 23233 


I'm a 15 year old male 
and I would like a pen- 
pal fromanywhere. 

Chris Carter 
643 South 1600 East 
Pleasant Grove, UT 
84062 


I'm 11, love soccer, 
basketball and football. 

I have a Super NES. 

Nathan Davey 
3494 Descanso Ave. 

#2 

San Marcos, CA 92069 


lam 14 and a BIG DKC 
fan. I would prefer a 
male, but female is 
okay, too 

Jon Cobble 
3650 W. Goshen Ave. 

W. Terre Haute, IN 
47885 


I've been watching your new office very closely 
and have observed some very disturbing trends: 

1. Why does Trent always threaten his Sonic 
do ||? 

2. Where does Mike go when he runs out of lives 
in WipEout? 

3. Roger, why do you sit behind your desk about 
ten feet? 

4. Chris, the big Chris, where do you place all 
those capes when you're playing games? 

5. Does Patrick have leukemia? 

Curious Erios 
Indianapolis, IN 

BILL We’re disturbed that you’re disturbed! 

1. Because he can’t threaten anyone else 
around here. 

2. Back to the garage. 

3. Hotting trick here! Roger just has really 
big feet. He’s actually sitting as close to the 
desk as he can! 

4. Chris has a special cape locker that no 
one else is allowed to use. 

5. Ho, but Chris Charia’s a hemophiliac... 


PATRICK: 1. The rumors about MK4 are all 
pointing towards a 3D game. We should 
start seeing someDng on it pretty soon. 

2. Do you mean a game where dirty little 
gen-X kids eat too much fast-food and 
then go to 7-11 for slurpies and bad 
trucking hats? Yes, I think that 
game is in the works for all 
systems. 3. Yes, Bill is on 
medication and he 
won’t share it with 
anyone. 

4. Just 
once? 


First ot all, I wamlo say that you guys are the 
best in the mag business. And I have just a 
few questions: 

1. Do you know anything about the rumored 
MK4? If so, do you have info on whether it's 
gonna be 3-D or 2-D? 

2. Do you think there will be a Generation X 
game on any system (especially Saturn) in the 
near future? 

3. Is Bill on medication or something? 

4. Patrick, please sock Roger in the mouth. 

Jorge Ruvalcaba 
Blythe, CA 






letters 



NETWORK 



This month. Bill Donohue gives you all a 
break, so enjoy it while you can! 

/ 3 k ;T1 O He could stand 
anything, except the 
5 JPffij paper cuts... 


Shake, shake, 
shake — shake 
your booty... O 


Welcome to 
the jungle...O 


1 am writing about tne PlayStation. It is the 
best system in the world. It outrules every 
other system in the world and those to 
come. Is there really going to be a 
PlayStation 2? When is Twisted Metal 

2 coming out? Is there going to be a 
Zelda coming out for PlayStation? 

Steve Grimm 
Plantation, FL 


PATRICK: Yes, Wen will ( 

be a PlayStation 2 at 
some point, but not for 
a while. Yes, Were is a 
Twisted Metal 2 coming soon. 

And no, there will never be a ZeUa 
game for PlayStation. Zelda is a 
Nintendo series and Nintendo will not 
be making games for We PlayStabon. 
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Ronan Leyesa 
Bloomingdale, IL 


He got into 
games after 
’Flock of Seagulls' 
broke up.O 


Watt a hr earner, 


Let me first introduce myself. My name is Doug Van Winkle, 21 years 
old, and I’m looking to get into the gaming business. (Ultimately, I 
want your jobs.) But for now, I would settle for advice and an applica- 
tion or something. I am currently working in a computer store as a 
purchasing agent. Big deal, but I love games. I'll be completely honest. 
I beat Battle Arena Toshiden in about 1-1/2 hours. I would be perfect 
as a ‘game slave’, playing day and night. Damn that, I would kick butt. 
Anyways, whatever advice you could give I would greatly appreciate. 
Play on! 

Doug ‘Rip’ Van Winkle 
Winchester, KY 

ROGER: My job?!? After what I had to go Wrough to get here, 
you had better be prepared to be at your back-stabbing best! 
In all seriousness, for a better idea of what H takes to make it 
in the biz’, check out our ‘Gaming For Dollars’ feature in We 
1995 Holiday Issue of SAME PLAYERS. More information is 
also available in the April 1996 issue of our sister magazine 
Next Generation. 




lChocolate Bunny ?i 


I have been a loyal tan ot roie playing games since Dragon Warrior and I've 
recently started getting back into comic books. And I was wondering, if com- 
panies can take comics like the X-Men and make action games and fighting 
games out of them, why not make a killer RPG? The story for each character 
and villain is already fully detailed and the popularity of both comics and good 
RPGs would easily sell the game! It seems to me that Japan has already 
proven this. Our US game companies could learn from them and make a little 
change (for the better). We've seen action games such as Mario make it to 
the RPG world and we've also seen fighting games like Fatal Fury make this 
transformation. These are great ideas, but there are plenty more out here in 
the gaming world, too. Just listen to us 'mindless' gamers and you'll see! So, 
to ail those game companies out there that think putting out half-finished 
games that are more hollow than a chocolate bunny will keep them in busi- 
ness, think about all of the great game companies that have gone belly-up in 
the past few years. Please, try something new, feed the gamers, not the fish! 

Erik Shaun Senay 
Boston, MA 

ROGER: Erik, we need to have a little talk... Your letter has too much 
sense and not enough raving in it to really fit the mold of SAME 
PLAYERS. But you are absolutely right! Too many game companies 
Wink that slapping a comic license on a game guarantees sales 
wiWout having to put much effort into We game design itself. That’s 
why we we’re usually left witl » anoWer substandard side-scroller or 
fighting game. The market is ripe for a well done super hero RPG. 
Now, if only some company out Were would listen! 


'm a not so proud owner or the Sega Saturn. I purchased the 
system in Nov. ‘95, just on their relationship with EA 
Sports and Sega's reputation. My question to you is, 
are EA Sports going to produce Madden ‘96 and NBA 
Live for the Saturn? If so, when? Because I'm hear- 
ing these games are coming to the Playstation! It is 
most important that I read your response to this. 

Tony 
NYC, NY 

Well, you’ve got a right to worry, Tony. EA has 
consistently stated Wat they intended to release their titles 
for boW the Saturn and the PlayStation. But considering all 
the problems they are having in developing 32-bit versions of 
Madden and We NHL series, the focus seems to have changed to 
just getting out ANY version of their games. I am pretty sure Wat Saturn versions will someday 
see the light of day, but for now, it looks like EA has put its priority on We PlayStation. 


ROGER 



Against a dark and shifting 3-D landscape, 

the warriors of the twisted underworld known as BATTLE ARENA TOSHINDEN 2™ await your return. 

How do they know you’ll be back? Let’s just say it’s a gut feeling. As in the first 360° go-round, the moves are 
lethal, the stages visceral and the characters, wicked. And this time, the original avengers are joined by a new 
crew of fighters. Like Tracy, the sexy cop gone bad; Gaia, merciless madman; and Chaos, a friendly fella who happens 
to swing a sickle. All of ’em real keen to get to know you better. On every level. 

So welcome back. And plan to stay awhile. Because here in Battle Arena Toshinden 2, these 

r E E N r 7 <£ > 

forsaken foes aren’t just out to take you down. They’re down to take you out. JJIg 


http://www.playmatestoys.com 


JUS 


PlayStation 


16200 Trojan Way 
La Mirada, CA 90638 
(714) 562-1743 


Battle Arena Toshinden-2 and all characters and distinctive likenesses there of are trademarks ofTakara Co., LTD 
©Takara Co., Ltd. 1996. Playstation, the Playstation logo, and the PS logo are trademarks of Sony Computer Entertainment Inc. 
PIE is a trademark of Playmates Interactive Entertainment. 




When you need to know exactly what's going on in the world of videogaming, this 
is the place to look. If what you want isn't in here, it hasn't happend yet! So now, 
without further ado, here's the news! 


Sony reaches the five 
million mark in 
worldwide sales 

S ony recently announced that the 
company has now produced and 
shipped into retailers five million 
PlayStation units worldwide. Of the five million 
units, 2.7 million have been shipped in Japan, 

1.3 million in North America and 1 million in 
Europe. While these figures still do not even 
begin to rival the enormous installed base of 1 6- 
bit systems like the Genesis and Super Nintendo, 
it is a significant mark to hit for a next generation 
system. Sony feels that this number marks the 
acceptance of the hardware unit by consumers 
around the world. 

While the five million mark is cer- 
tainly a significant number and does indicate that 
the Sony PlayStation is here to stay, it will take 
another huge holiday season to really be consid- 
ered a mass market success story. Still, if any 
company is likely to become such in the next few 
months, Sony is sure to be the one. 
The question is whether the 
PlayStation hardware 
will simply be out- 
classed by machines 
like the Nintendo 
64 and M2 
before it’s able 
to reach the 
massive sales 
numbers achieved 
during the 16- 
bit era. 


r 


With the Sony 
PlayStation and Sega 
Saturn both available for 
$199 in the US, many believe 

massive sales will ensue. 


Sony and Sega drop next generation 
L hardware prices 

W hen the Sega Saturn first hit the mar- 
ket at $399, many believed it was 
simply too expensive to get in on the 
next generation movement. A few 
months later, the Sony 
PlayStation debuted at 
$299 and thousands of 
early adopters eagerly 
forked out the cash to 
get a taste of the 32- 
bit revolution. After 
disappointing sales for 
the Saturn, Sega was then 
prompted to match the price 
of the PlayStation at $299, a 
price many still believed too high 
for mass market success. Getting 
through the first holiday season at 
$299, both Sega and Sony enjoyed rea- 
sonable success (more so for Sony), but 
still neither machine really made the impact 
for which they were shooting. 

Still waiting in the wings with the N64 at a 
promised $249, Nintendo has spent close to a year 
watching Sony and Sega try to establish the new mass market price for videogame consumers. Seeing an 
opportunity to test out Nintendo’s $249 price with a new streamlined Saturn hardware unit, Sega made plans 
and indeed did drop the price of Saturn to $249 just before the E 3 show in Los Angeles. Television commer- 
cials boasting this new price point, $50 less than the Sony PlayStation, had just begun to air on national 
television and appear in print publications when E 3 rolled around and then suddenly another twist was added 
to the ever-thickening plot. 

Most expected Sony, a company that denied the need to drop the price of the PlayStation from 
its original $299 price point [ust before the show, to drop the price to meet the new $249 price of the Saturn 
and the upcoming N64. In a surprise announcement, however, Sony shocked the gaming community with the 
announcement that it would be skipping the $249 price and going straight to $1 99, a full $1 00 from 
PlayStation’s original price point. According to Sony’s Executive Vice President, Jim Whims, ‘today’s 
announcement (of a new $1 99 price point) is the natural progression in our effort to grow the industry as a 
whole.’ Never the less, speculations instantly began to circulate on the show floor about the drastic price 
drop being in response to the impressive pre-show demonstration of the Nintendo 64. Also in question was 
Sega’s response to the announcement. Surely, as Sega was hoping to cut into Sony’s market share lead with 
a price point of $50 less than PlayStation, they could not hope to do much at $50 more than the PlayStation, 
and yet for the first full day of the show, Sega officially denied that they would be matching Sony’s $1 99 price 
point. 

The next day saw the Sega booth littered with ‘Now $1 99’ signs and suddenly two next genera- 
tion systems were available for less than $200. Rumors continued to circulate about a Nintendo 64 price drop 
to match the PlayStation and Saturn, but no official word was ever given to that effect. Thus, as it stands, 
Sony PlayStation and Sega Saturn are both available at $1 99, a price which many believe is just the right 
mark for true mass-market success with the holiday season fast approaching and each company’s strongest 
titles coming available. Nintendo 64, still set to debut in the US on September 30, however, will hit the 
shelves at $249. Many believe after the showing of remarkable games such as Mario 64 and Pilot Wings 64, 
the additional $50 will be accepted by most as fair for the advanced hardware. Whether the new lower prices 
will, in fact, bring 32- and 64-bit sales into the mass-market realm is yet to be seen, but it’s difficult to find 
anyone in the industry not excited by the possibility. 
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Sega prepares new gaming lane for 
information highway 

i s the internet, and its user base, continues to grow at an alarming 
A rate, it seems hard to believe that online gaming has not become more 
/V popular than it has. There are, of course, technical issues such as 
latency problems and unreliable connections to be considered when ques- 
tioning the general lack of gaming opportunities on the Net. However, it’s 
also important to note that gaming companies have yet to really devote 
themselves to the movement in any significant fashion. That is, until now. 

At this year’s E 3 show in Los Angeles, Sega debuted the Net 
Link, a $200 hardware unit for use exclusively with the Sega Saturn. The 
unit enables users to get on the internet and surf the all-important World 
Wide Web. What’s most significant about this technology as it stands today, 
is that not only can a user now gain full access to the Internet for a total 
hardware price of less than $400 (a trick several Silicon Valley companies 
have been hard at work to achieve), but the Sega Net Link also brings the 
experience of the Internet out of the office and into the living room by 
utilizing the television as opposed to the computer screen (another goal for several Silicon 
Valley companies). 

What is perhaps most exciting about Net Link for gamers, however, is the possibil- 
ity of first-class networked gaming. The idea of hooking into the Internet via Net Link and 
playing seven unseen competitors spread out across the globe in a game of Daytona is a 
thrilling prospect, to say the least. At the time of the show there were already more than 1 2 
titles in development and due before Christmas ‘96 for use with the system, including several 
from third party developers, such as Westwood's Command & Conquer. Sega will also be 
offering titles for networked play, such as the soon-to-be-released Baku Baku. 

While the future of on-line gaming is yet to be set in stone, Sega’s Net Link is built 
to accommodate several different possibilities. Whatever becomes of on-line gaming, it’s cer- 
tain that Sega will have a say in the matter. As for now, surfing the web on your television with 
a Saturn and 28.8 Net Link is sure to be a great experience for Internet novices and pros alike. 
Of course, the experience becomes that much more exciting when great gaming experiences 
become available for play later this year. Also soon to be available for use with the Sega Saturn 
and Net Link are the Sega mouse and keyboard designed to accentuate the user’s Internet 
experience. Neither peripheral will be necessary as the system’s built-in web browser was 
designed to work with the standard Saturn controller, but some users may find the keyboard 

and mouse a more comfortable way to navigate 
their on-line use. 


With its 28.8 modem and ability to bring afford- 
able Internet service into the living room, 
the Net Link from Sega is sure to 
get the attention of 
many interested 
Net Surfers. 


t . . .Nintendo 64 

2 . . . Virtua Fighter 3 Demo 

3 . . .Psygnosis’ Second Generation 
PlayStation Showing 

4 . . .Kerri Hoskins in a Cape (and not much else) 

5 . . .Sega’s House of Blues Party 

6 . . .SegaSoft’s Disturbing Vision 

7 . . .Tekken 2 Competition (First Round Loser’s Booty) 

8 . . .Tetris Attack Competition (Our own Christian 
Svensson wins N64) 

9 . . .Konami’s Flesh-O-Rama 

10 . .Scavenger’s Two Story Tail Spider 


Here we see our very own Roger Burchiil cashing-in 
at Konami's Flesh-O-Rama. Look for inexplicable 
scoring spikes from Roger on Konami titles. 


EAME PLAYERS top ten games at E 3 

1 . . . Super Mario 64 (Nintendo 64)/Nintendo 

2 . . . Wipeout XL (PlayStation)/Psygnosis 

3 . . . PilotWings 64 (Nintendo 64)/Nintendo 

4 . . . Nights (Saturn)/Sega 

5 . . . Crash Bandicoot (PlayStation)/Sony 

6 Formula 1 (PlayStation)/Psygnosis 

7 . . . Virtua Cop 2 (Saturn)/Sega 

8 . . . Tomb Raider (PlayStation, Saturn)/US Gold 

9 . . . Tekken 2 (PlayStation)/Namco 

10 . .Tobal No.1 (PlayStation)/Sony 
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Sony makes deal with retail pals 

S ony announced recently that Circuit City retail centers would now carry the Sony 
PlayStation as its sole video game hardware unit. This means they will no longer 
carry the Sega Saturn nor the Nintendo 64 when released at the end of 
September. Considering Sony’s corporate relationship with Circuit City and impressive 
PlayStation sales, it should come as no surprise that such a deal was made. In fact, 
according to Sony, it was Circuit City who initiated the policy. The question is, how 
much of an effect will it actually have in the long run? Circuit City, after all, while 
known far-and-wide for its stereo, VCR, and television sales has never really been 
appreciated as a video game outlet. Securing an exclusive retailer as notable as 
Circuit City, however, is certainly an impressive show of position in the electronics 
market. In related news, Sony also reported this month that KB (formerly Kay-Bee) 
Toys has renewed their decision not to carry the Sega Saturn, but that it would carry 
the Nintendo 64 when released. 




4% 

other 



3% 

other 


41% 

nintendo 


Concerning the competition, 
Nintendo believes that Sony 
will continue to eat away at 
Sega's market share, but will 
take nothing from Nintendo. 


scny 


-j qq Tefal Market Splits/Value 1??S vs Vfti 



war 


Handheld NewTech 


817 Billion ( 17% vs VS) 

Comparing Nintendo's 1996 predic- 
tions to 1995 

demonstrates 
their firm 
belief that 
16-bit is on 
its way out. 
needs 
a new system? 
Nintendo does. 


Nintendo makes industry 
predictions for the future 

A s Nintendo was debuting the Nintendo 64 
and key software titles, such as Super 
Mario 64 and PilotWings, the number 
crunchers were hard at work making predic- 
tions as to the potential effects of such 
releases. While there are countless hypothe- 
ses, predictions and uneducated guesses as t4^ 
what will happen when Nintendo 64 hits the ^ 
stores, Nintendo is believed by many to be 
guessing on the conservative side. In 
fact, Nintendo fs predicting the 16-bit 
Super NES will produce almost 
twice the revenue as the Nintendo 
64 in 1 997. Nintendo is also pre- 
dicting only a one-percent 
market share growth coming 
from the release of the Nintendo 
64. What will happen beyond the 
immediate release of the hard- 
ware is something Nintendo is not 
yet ready to officially predict, but until 
then, most believe that the modest pro- 

sony jections made this year will be easy to meet. 

- Nintendo Market Spfifs/Value T??S vs 17% 

_ 7S% 81.S BilKcn ( 18% vs VS) 

With its immediate release in 1996, Nintendo is 
^ predicting a modest impact by the machine 

believed by many to technologically superior to 
anything on the market. 



42% ■ 

ninfentto 



Superkfintendo GameBoy NintendoT4 other 



Sony announces Japanese release of Jr.-level development kit 

T ucked away under a staircase in Sony’s E 3 booth, the new Let's Create (called Net Yarouze in Japan) hardware 
was shown to the few who dared to pass through the tight confines in which it was displayed. Why hide such a 
great new experience from an eager group of thousands? The reasons are many, but probably the most signifi- 
cant argument for not hyping the machine at a US show is that there are no official US plans for releasing the unit. 

Another factor to consider is that the unveiling of the hardware was literally sprung on Sony of America at the last 
minute and, as of yet, there are no resident experts ready to tell what the machine can and can not do. Finally, the 
machine is not going to carry a mass-market price tag and Sony was eager to emphasis the new $1 99 price of the 
standard PlayStation, not the approximately $1 200 price tag of the Let’s Create unit. 

Putting aside the obvious limitations of the machine in the US market, there is certainly plenty to get excited 
about a reasonably priced development kit for one of the most successful game platforms on the market. In Japan, the unit 
is being coupled with a membership to a development club sponsored by Sony. Is this perhaps a way to monitor creative new 
talents? Perhaps, and certainly a similar group in the US would have many would-be game makers lining up for a membership. For 
the time being, however, the unit will have to be play tested in Japan, and'even then it will not only require the serious investment for the unit, 
but also a PC and programming knowledge for coding the actual games. US plans will be reported as soon as they’re made available. Let’s create! 
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Mil (PCs Out shim lour favorite 


According to Bill Gates, the answer 
is an unequivocal 'Yes!' 


T he argument is as old as the RISC processor itself. 
PCs or gaming consoles — which is the superior 
games avenue? As discussed in the following 
excerpts from the June issue of Next Generation maga- 
zine, Bill Gates (see — most powerful man in the 
universe) insists that PCs are well on their way to domi- 
nating the games market. Keep in mind this is only one 
man's opinion and you are free to disagree, but we here 
at SAME PLA YERS thought you should know 
what's brewing. 


PCs vs. consoles 

NG: So you don’t see either the PC or the dedi- 
cated game machines eventually dominating the 
market completely? 

Bill: In terms of one totally wiping the other out, no. You 
know, I'm a PC lover and so I can tell you the schtick 
from somebody who’s got a bias toward the PC. For 
every kid [with a PC] — even at a very young age — 
there’s really great learning software. It’s worth it if you 
can afford it. It’s great exposing them to that. 

Then, as they move up into the age where 
they want action games or whatever, then hey, the PC’s 
going to be there. And it is the most flexible device. The 
fact that you can actually store things away, the fact that 
you can add on to it, the fact that it has a display with 
better resolution, it’s got a keyboard. There’s just a lot of 
things you can do with a PC you can’t do with a game 
machine. 

And so, I think as PCs have very high pene- 
tration into homes, it’s possible there would be a 
substitution effect against game machines. But, that’s 
not to say the game machine category won't be there. 

NG: One thing the PC doesn’t have (that compa- 
nies like Sega, Sony, and Nintendo have) is a 
dedicated maiketing operation, whose sole pur- 
pose is to promote each game console as the 
ultimate gaming platform. Are you willing to take 
on this role for the PC? 

Bill: I’d say it’s a role, and it’s up to us to do that. 
Certainly, to evangelize to software developers, that is 
totally our job. I think on a relative basis to a few years 
ago — and even on a relative basis to some of those 
game console suppliers — and in the absolute, I think 
you’d find that ISVs [independent software venders, 
a.k.a. game publishers] say we’re doing a pretty 
good job. 

But it is our job to do the evangelism. Intel 
is often a help on these things, as are some of the sys- 
tem manufacturers, some of the board and chip 
manufacturers. But we're in the lead spot. 

I think content rules, in terms of a message 
to consumers. Nowadays, you don’t even see many ads 
about the consoles — you see ads about the games you 
can play on the console, or see the kid who seems to be 
playing these games looks like a pretty cool kid, and 
you’d be like him if you bought one. But, you know, it’s 
really very content-driven nowadays, as opposed to 
platform technology, i don’t know, maybe it’ll 
switch back. 

NG: Do you see content currently stronger on the 
PC, or on the game machines? 

Bill: Well, I think boxing games are better on the dedi- 
cated consoles. But if you get really broad and include 
Myst-like games, I mean, give me a break! There you 


living room and you’ve got your PC in the den, that may 
not go away. 

But the game machine has a 
pretty narrow appeal, in terms of the 
demographic. For really young 
kids, for girls, and for a lot of 
adults, the breadth of software 
that’s really been out there for 
the game machines is not 
very rich. It’s not like people 
do encyclopedias, or movie 
guides, or learn arithmetic 
from videogames. 

NG: Now, is this because, 
with no keyboard and no hard 
drive, the game machines can’t 
handle these types of software, or 
is it simply because the market hasn’t 



need the storage and richness that comes with a PC. 

The term ’game’ is a very broad term. The 
phenomenon of what’s gone on with the game con- 
soles is a fairly narrow part. There’s a particular 
demographic with which the game console 
is strong, but the PC is much broader 
than that. So they both have 
relative strengths. 

NG: So you’re saying that the PC’s 
graphics power is going to take off 
and never look back? 

Bill: Well, it’s my job to see that this 
happens. We are keenly aware of the 
comparison [between PCs and the 32-bit 
game machines] and I have almost no 
doubt we’ll meet that test. The only advantage 
that the Sony PlayStation has is better texture 
mapping than most graphics cards in the PC. But when 
we demo’d at the Windows Hardware Engineering 
Conference [last April], the 3Dfx demo of Valley of Ra 
was way better than any game console. And that’s a 
special add-in card that will be on PC motherboards in 
early ’97. 

NG: Playing devil’s advocate a little, we’re going 
to champion game consoles. One huge advantage 
that they have over PCs is that you play games on 
the big screen IV in the comfy living room, 
whereas to play the PC you typically have to sit 
dose to the screen, alone, in a straight-backed 
chair, in the 'home office.' The console way is 
much more fun. 

Bill: Well, you have a very good point about the device 
that you sit close to and use with a keyboard, versus the 
device that you sit far away from. With the PC — 
because of the resolution of the screen — you can read 
text and you can sit close to it. And it’s got a keyboard. 

The TV is typically a larger-size screen and 
the dot-pitch isn’t nearly as good, but you sit far away 
and you mostly watch video-type material. So for multi- 
player [gaming], where you’re both on the same screen, 
either you’re going to [play on a game machine] or 
you’re going to plug the PC in so that it’s driving your TV. 
And there is more and more of this going on. A lot of 
projection TV sets are going to have VGA connectors. 

And VGA-to-NTSC conversion is not very expensive. We 
need to make that easy. 

Part of the question here is, in your living 
room — in terms of choosing TV channels or choosing 
audio sources — the PC, which can display information 
in a rich way, may become a nice tool. I mean, it’s a lot 
easier than picking buttons on things and stuff like that. 
If you go to the super high-end, like the audio-video sys- 
tem that Paul Allen has, or I have, then we have PCs 
where we pick any DVD disk, or laser disk, or CD audio 
disk, we have a library and a database and we type the 
name and 'boom,' it’s up there. That’s a PC controlling 
our entertainment center. Well, that sort of thing actually 
will become reasonably priced for people. Anyway, the 
display issue you mention is a very interesting one. 

NG: But this is as much a battle of household ter- 
ritory as anything else, and the game machines 
have already grabbed the prime game playing 
locations: under the main TV, and in the kids’ 
rooms. Won’t games inevitably be played in the 
living room and not the home office? 

Bill: For certain types of games, that’s true. 

Sometimes, you’ll have a PC in the living room, because 
it will be the central controller there. But you’re right, the 
scenario where you’ve got your game machine in the 


asked for them yet? 

Bill: Well, I’m not sure how you separate those two 
things out! 

You know, it was always possible that one 
of the game machine guys was going to create some 
expandability and essentially grow it up to a PC. It was 
the Philips system, called CD-i, which was sort of sup- 
posed to be expandable (in as much as Matsushita 
showed it with a hard drive in it) and it was supposed to 
also be a game player-type thing. It was an attack on 
both game console and PC. It was a device that kind of 
basically got caught in the middle. It was a terrible game 
machine, and it was a terrible PC. 

I can say that now because the thing failed. 
But Philips put real money into it. Well, I knew I was 
worried about it. They put real money into that thing, 
and they had a lot of content. They never did figure out, 
though, that you had to have good action games on the 
thing, so the hardware design never focused. It was 
always too soft. A little bit of golf or a little bit of opera, 
but nothing jazzy enough to make it move. 

NG: Bill, do you play games yourself? 

Bill: Well, I’m a reasonably avid poker, bridge, chess, 
go, and checkers player. 

I played the videogames of the time, when I 
had more time: Frogger, Pac-Man, Defender. And back 
at Harvard, I played with the PDP 1 that had the original 
Space War! game, with vector drawing. The original cool 
PDP 1 application, in my dorm at Harvard when I wanted 
to waste time, was Breakout. That was the cool game. 
NG: So what happened to Trip Hawkins’ vision? 
Why didn’t the original 3D0 machine work out? 
Bill: Well, there’s this notion that you can sort of rip off 
Japanese companies and — no really, I mean, that’s 
sort of the 3DO model. 

It’s kind of rude [laughs] to have a business 
model where you let a Japanese company do the com- 
modity part, which you’re licensing to them 
nonexclusively, so they don’t get any of the upside of the 
software royalties, but they get just the console part, 
which is the money-losing part, and you keep the 
game royalties. 

It’s hard to say why the pieces didn’t come 
together [for 3D0]. If the price had been different at one 
point, if they’d gotten a few more software developers... 
But the business model always had a bit of a problem in 
that 3D0 didn’t have enough money to make the plat- 
form successful and yet, the piece Matsushita was given 
— even if things went well — well, they were just going 
to be a commodity supplier of that piece. 
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JW -y he first night of the show started at 
4m | [he Nintendo party, where Peter Main 
■3m I' let us get a hands-on ‘feel’ for the 
Pocket Game Boy. Almost half the size of 
the regular Game Boy, this gadget boasts a 
g better screen, but don’t get too excited. Initially, 

yr the machine will retail for 20 bucks more than its 
Jr predecessor. While waiting to nosh some sushi, we j 

. overheard a choice rumor: Nintendo will drop the price 

Wm of the Nintendo 64 to $1 99 sometime during the early 
V Jy half of 1 997, after hardware production goes up and the Y/ii 

lr initial early adopters and Japanese demands are filled. WB y; 

I This from a source who we’ll say, was very much ‘in-the- '"■( 

I know.’ And even though the 1 6-bit areas at every E 3 wll 

, f f booth looked like a ghost town, expect to see more 
J W Super NES titles well into '97 from Nintendo, as 
“ the same source quotes, ‘Nintendo remains , 

committed to the Super NES.’ ’«£j 
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inf to LA. with one purpose: to bring back the gossip. The gossip 
no one else could get. We let our gossip mongers run wild and free in 
the beautifully violent city of Los Angeles and now, they're back. In addi- 
tion to the nose rings and tattoos, they got some pretty groovy gossip, too. 


S ega had already been leaked the news of Sony’s 
PlayStation price drop (the $199 price point was 
anything but a shock). Still, the execs were 
undecided if they would actually match Sony. But 
Sega’s announcement the following day would reveal 
that Sega had finally made up its mind. Insiders say 
Sega was ready to match Sony, but didn’t expect the 
price drop to happen at E 3 . ‘We had very good infor- 
mation that Sony would wait (to drop the price) until 
Nintendo launched the 64-bit machine in September. 
Our plan was to match or preempt them then, not 
play another game of catch up.’ Sega’s overall plan 
as one source puts it, ‘was to make incremental price 
drops over a few months, making the Saturn a very 
appetizing machine’. This same source also claims 
we should see another Saturn price drop from Sega 
around Christmas. And what’s the magic number this 
time around? $149! 


Problems 3s 

Paradise 






k ithough the Nintendo 64 was impressive, we 
A dug deep to find out what was still waiting in the 
/V wings. Not at the show, Super Mario KartM — 
‘it’s still six months off’, say sources, and 15-20 other 
Nintendo 64 titles not complete enough to show (and 
keep in mind they needed Nintendo approval to show 
, them). Other titles included Virgin Interactive’s Freak 
Boy, a 3D platformer pulled for ‘various reasons’, 
Nintendo’s own Kirby’s Air Ride and Goldeneye, as 
well as Ocean’s Mission: Impossible, which was only 
shown on videotape, intercut with movie bits, to 
limited press. 


¥ e now hear the Virtual Boy may have a link 
cable in development and ready for release. A 
source inside Nintendo claims ‘there is one in 
development. Originally the VB was supposed to link 
up to eight people and be a Head Mounted Display or 
HMD, as they’re known in the VR trade. However, 
due to legal issues, the idea was shelved.’ • 3D 
games were all the rage at E 3 , including Crystal 
Dynamics Pandemonium, a very unfinished platform 
action game that was pitched as ‘head to head com- 
petition for Mario 64. It looked good, but not that 
good... • Other games noticeably missing were 
Capcom’s Marvel Super Heroes and Street Fighter 
Alpha 2 conversions. Is Capcom considering drop- 
ping the Sony PlayStation from its game plan? This 
rumor from a source 
that says, ‘Capcom 
is very upset 
that Sony 


won’t approve the Mega Man games.’ In fact, Sony 
just turned down Mega Man Cubed... • Following in 
the footsteps of Square, Nintendo loyalist Kemco is 
rumored to have had discussions with Sony to bring 
the popular Top Gear racing series to PlayStation. • 
Look for the PlayStation conversion of Papyrus’ PC 
title, NASCAR.,. • Missing and long forgotten at this 
year’s E 3 , Sony’s Polygon Man. The Polygon Man 
campaign dominated last year’s E 3 , but sadly, Sony 
of Japan nixed it in the PlayStation’s early days. 

When asked about the missing character, one Sony 
Official laughed, ‘You guys don’t forget anything, do 
you?’ No sir, we don’t, and we also don’t forget our 
friends — a special thanks to Charlton Heston for the 
speech, Richard Edlund for the jokes and Michael 
Douglas for the beer! See you in thirty! 
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Like i nTekkeiK* 
he camera spins 
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W hile everyone is still waiting for Capcom to finish Street M- 
Fighter 3, many people have overlooked the importance of f 
Star Gladiator, Capcom’s latest fighting title that just also |||f| 
happens to be the company’s first true 3D game. Although SG is I 
looking to be an awesome game in its own right, it’s also serving p** 
as a kind of ‘warm up' test for Capcom’s development team, givingV 
them some 3D experience before they dive right into SF3. Y 

But like I said, that shouldn’t completely overshadow Star Y 
Gladiators itself. The near-final version that was on display at the recent 
E3 videogame show looked mighty impressive, with fast, smooth graphics and 
genuinely new gameplay features. And the best part is that the game was done on 
Sony’s Sysem 11, which guarantees an arcade-perfect PlayStation version! 


The fighting in Star Gladiator uses the 3D aspect 
of the gameplay for a lot more than just win- 
dow dressing, it's easy to maneuver in three 
dimensions, and offers distinct benefits. 


While most of the 
HBF characters look pretty 
goofy at first, they just 
seem to work somehow 
once you start to play the 
g|||!|k game. They also have 
that Capcom 'feel'. A 


CAPCOM’S FIRST 3D FIGHTING GAME! 







but how was i to know that a nasty meanie 
would follow my route to freedom 


thank you, 
my true 
buddies! 


here's my story, sad but 
true, if you read it carefully, 
this won't happen to you! 

. well, maybe... 


/ was rescued from an awful 
place called the box by my new, 
true pals! i was grateful! 


I as time 
I went on, 

| / became 
| friends with 
| just about 
I everybody . / 
I even started 
I to grow my 
| hair like my 
I new pals! 

| patrick was 
I my bestest 
I friend — 

I me and him 
«L was like 
e!\peas and 
is ) carrots! 


7 NOW 
PUSH THE 
BUTTON, 

. BOBO! 


life was good, but it 
wouldn't last... 


that bully from the box wouldn't leave me alone! he said he'd 
hurt my new friends if i didn't do what he wanted— 


before too long, my bad deeds made 
me so sick that i died. 


'AND THE EVIL FORCE WAS STILL UPON THE 
LAND, AND... ' AW, WHO AM I KIDDING? THIS 
STORy SUCKS! MAYBB A BETTER TITLE WOULD 
HELP... TEAR UP THE CLOWN?' NO... VOU GOT MB 
IN STITCHES?' THAT STINKS! HOW ABOUT DOLL/: 
DO RIGHT?' MAYBB WE SHOULD A USED A SOCK ; 
PUPPET. OH, MAN! I RBALLY NBBD A VACATION M 


he said i couldn 't play 
with patrick anymore, 
and made me tease 
roger about his rug! 
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As we 
continue to 
work 
towards 
bringing you 
awesome informa- 
tion on what's hot on the 
Web, this month seemed a good time 


to tell you about one of our favorite 
sites out there. Ok, so it's true that NG 
Online is a sister magazine site and 
some people will probably accuse us 
of playing favorites, but if you simply 
take the time to check out NG Online, 
we're sure you will agree that this site 
is one of the best of its kind. The point 


is, we'd like NG Online even if it was 
run by our most hated of competitors 
— we just wouldn't admit it so bla- 
tantly. So check it out, and if you don't 
think this site is awesome, then feel 
free to call us whatever you'd like! 
Well, OK, don't call us just anything. Try 
to be a bit creative... 


Daily News 

Much like the local 
gazette that lands on 
your doorstep every 
morning, NG Online 
delivers hot news on 
everyone from 
Nintendo to the latest 
start-up development 
house. According to 
Christian Svensson of 
NG Online-. ‘We want to 



Want to stay informed? You 
must check here! 


be the source for the latest unbiased console, PC and Mac gaming 
news and special reports.’ Considered by most to be the spot for 
essential news gathering, NG Online has revolutionized the way we 
get our videogame news. Check in everyday for fresh news from 
the industry’s leading voice. 

Forums 

Would you like to feel 
like someone out there 
is listening to your most 
serious of videogame 
concerns? Got some- 
thing to vent? Check in 
on NG Online's Forum 
section and spout 
away, or just read what 
your fellow game- 
playing pals are saying. 

Easily one of the most 
enlightening and 
interesting aspects of the NG Online site, the Forum topics range 
from questions about upcoming titles and hardware, to the very 
future of videogames. 
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let yourself be heard, or at least check 
out what fellow gamers are talking 
about, in NG Onlin&s Forum section. 



In Cyber Space 

http://www.next-generation.com/ 

A close-up look at Next Generation’s presence on the Web 

'•ore and more, the World Wide Web is becoming an essential tool in the art of 
j news gathering. Enter Next Generation Online. Sister publication to Game 
iyers. Next Generation is a magazine devoted to accurate, timely and in- 
aae of video aames and the industry which supports them. Next Generation 
further by offering daily news — 
it in the games industry, as w 



Demos 

For PC and Mac users, 
the free demos offered 
by NG Online are 
among the most recent 
and exciting available 
anywhere. Check back 
often for all the latest 
titles making their 
debut in demo format. 

Whether you're using 
a PC or a Mac, you 
won't go away 
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List 


Mac List 


empty-handed from the NG Online demo selection. 

Features 

Sick of hearing about that hot feature you missed 
in Next Generation magazine? Fear not! You can 
still get that feature on NG Online, Boasting an 
impressive backlog of many of NG’s best fea- 
tures, including ‘System Wars: Which System is 
the Best’ and 75 Power Players’, NG Online is a 
great way to get what you missed in print. 
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lake sure yon can 
ecompress those games: 


i PKunzi p - DOS 
i PKunzi p -- DOS 
» WinZi p - Win 95 
t WinZi p - Win 95 
t WinZi p -- Win 3. 1 
t WinZi p -- Win 3.1 


i Stuffit — Mac 




j Barrack 


ColmnnsMax 


Action/ Shooter 
Puzzle 



Puzzle/ Strategy 

I 

Platform 
Action/ Shooter 
Action/ Shooter 
Action/ Shooter 
Action/ Arcade 
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All the best features available in Next Generation magazine are now available online. 
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Reviews 

Miss a review of a game you’re considering purchas- 
ing? Have to know what the experts think before you 
drop tons of cash on a game that just might suck? 
Check in with NG Online tor an extensive backlog of 
reviews for all the latest hardware platforms, includ- 
ing PlayStation, Saturn and PC CD ROM. 
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Interviews 

■ Geoi e c Zachai r 

81UCOB OnfklU 

• Ckils Crawford 

• Bisx -Qstfls* 
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review* ye ! 


Whether you own a PlayStation, Saturn, 
3DO or PC, NG Online’s review section has 
got you covered. 


Specials 

While Next Generation 
magazine may be best 
known for its 
in-depth features and 
NG Online for their 
news, it can’t be over- 
looked that NG Online 
has produced some 
great original features 
of their own. From 
specials on Cross 
Platform Titles to a 
feature on Macintosh 
Gaming, NG Online 
offers its share of 
investigative reports. 
‘Essentially, if it has to 
do with games, we 
want our readers find 
it here.’ says Svensson 
of NG Online. 
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Today’s Special 


Archive: 
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■ May 2. 1996 

■ May 1 . 1996 
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Special: Crash Bandicoot for 
PlayStation 


Nev details regarding Sony's new mascot 
have emerged about the top secret game. 
Crash Bandicoot. 


While a few magazines have run screen shots that Sony has sent 
them, fev people actually knov about the play mechanics Next 
Generati on Online had an in deppi conversation about the game 
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Digging a little deeper than your typical online report, NG Online offers 
the net surfer a generous bit of information. 


Now Hiring 

How do you get a job in the videogame industry? You 
check out NG Onlines Now Hiring section. Featuring 
up-to-the-minute job listings for some of the hottest 
positions in the industry, NG Online’s Now Hiring is a 
logical first step when it comes time to cash-in on 
those videogame skills you’ve worked so long and 
hard to develop. 
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Whether you on looking for jour first Job to the game industry or simply seek 
greater challenges, this page should he your first call From the biggest develo 
Dp the (eshgrovtng creative hotspots - all the latest )ob opportunities ere (earn 


• games writer | html programmer 
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Want a job playing games? Remember, you 
heard about it first on NG Online! 


Live Chat 

Care to jump in on a 
live chat about today’s 
hottest videogame top- 
ics? Take a trip to NG 
Online's Palace, a 
place where many of 
today’s most knowl- 
edgeable gamers are 
talking about their 
favorite subject. 
Taking advantage of 
this feature will require 
downloading some 
special software, but 
it’s worth the effort. 

Jump in on the con- 
versation and let 
them know what 
you think in real 
time — or close to it. 
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Welcome ID NEXT Generation Online'3 live chat area. To join in live discussions on game issues 
simply follow the instructions below. 

The discussion area is there for you to 3hare your views about games, listen id what others have to say, 
and share information. We have no rules for the site. Happily, NEXT Generation il^ders do not 
generally come from the "your machine sucks" section of the population. We anticipate that the area ■will 
play host to ■wise, outrageous, controversial and even incorrect views. But not moronic splurges. 

Our rooms are currently being constructed, so for the time being, stop by the sports bar and chat there. 
Get a beer from the bartender, grab a seat and talk about games. Our rooms will be finished shortly. 

Another point. From time to time members of the NEXT Generation team will be in the chat area. We 
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The 130-page May issue, on sale : 
priced at $4.99, offers a look at 
second generation PlayStation 
offerings from Psygnosis.j^m 
inter vie v vith Nintendo of 
American president, Hovard 
Lincoln, and a detailed look at 
controllers, past, present and 
future... 
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This Issue 

Want to know what’s going on in the lat- 
est print issue of Next Generation? Easy 
enough — check out the This Issue sec- 
tion of NG Online. Find out which titles 
will appear in Next Generation's awe- 
some Alpha section and what feature will 
tell you alt you need to know about the 
videogame industry. 


Of course, you'll always 
want to buy the print ver- 
sion of Next Generation, 
but in case you need a 
little more convincing, 
check out the This Issue 
feature of NG Online. 
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Square for PlayStation 


Anyone familiar with Wolfs similar throw move will 
have no problem believing team members from Virtua 
Fighter are now on board with TobalNo. 1. 


Software for PlayStation 


Expect sophisticated lighting 
effects to enhance the overall 
experience of the game. 


Tcshccs 

Sega for Saturn 


Though the 
polygonal 
characters you 
encounter may 
seem relatively 
simple, keep in 
mind the 
characters in 
the original 
King's Field 
didn't even 
have faces. 
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COMING SOON 


previews 
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T he only original PlayStation series to have reached its third installment, 

King’s Field III looks to be more of the same with even better graphics than the 
first two. A totally 3D action/RPG, King’s Field III is set to deliver all the gothic 
goodness of the original adventures with the increased graphic prowess gracing many of 
the second generation PlayStation titles. Having only recently seen King’s Field II released 
— ~ ,p nTT pnr lc -— in the US under the name King's fifefflfthe original 

^jgjUi title never macle it; t0 tlle US), it's likely that we’ll have 
sl|jb to wait a little while for King's Field III to make the 
JR* " \ jump, but if you loved the first two, another one is on 

. L, '* ^ ; : the way and it looks pretty good. 


The graphic style of the King’s 
Field series is unmistakably 
Gothic through and through. 


till in the early development stage, Torico— a breath-taking 
•1 graphic adventure — looks to be much in the style of Warp’s 
•J horror title, D. No word yet on Sega of America’s plans for this 
title, but the graphic quality alone should be enough to raise some inter- 
est in this one. Though we’ll have to see this game in action to really 

judge its worth, what 
we’ve seen so far of 
Torico is pretty 

4 _ damned impressive! 


The first-person perspective of King's 
Field III immerses you into a world 
unlike any you've ever seen. 

A successful blend between action and 
RPG-like puzzles, King’s Field III otters quite 
a bit to discover throughout your travels. 


For graphic adven- 
ture lovers, it 
doesn't get much 
prettier than this. 





Climax for Saturn 


As in the action/plat- 
form genre, there is 
quite a bit of running 
and jumping 
required to make it 
through this awe- 
some game. 


Konami for PlayStation 


V/fU A 17*1 

Sony for PlayStation 


Utilizing traditional sprite-based 
graphics to develop the story line. 
Wild Arms won't stray too far from 
the basic RPG formula. 


August 1996 GAME PLAYERS 23 


COMING SOON 


previews 


■■ t v demo ver- 

#•; nRHy sion of Dark Sum. 

we are convinced 
that this is going to 

be one of the hottest 32-bit games to date. Wander around in a 3D environ- 
ment, unraveling awesome puzzles and uncovering tons of hidden elements to 
the complex story line, or just marvel at how cool this game looks and plays, if you 
like. Other cool features include an action/platform element to the game mixed with 
real-time fighting, as well as a free-roaming camera which allows you to check out 
your surroundings in full detail. In the end, Dark Savior is an adventure game that’s set 
to surpass any similar titles for any system. 

Chances are extremely good that Sega will be bringing this title over to the US 
themselves. After all, it seems foolish to let it go to anyone else, when an exclusive title 

like this could really push the hardware. Due for a July release in 

Japan, the US release, whether by Sega or a third party for - ' JlL 

Saturn, is sure to come soon thereafter. We can’t wait! 


Real-time fighting action keeps 
you in the game at all times. 
Learning your character's 
fighting moves is yet another 
facet of the game's variety. 


Carefully balancing your 
character on narrow pathways 
is a key gameplay element in 
Dark Savior — one that will keep 
you on your toes. 


The game's story line is revealed in classic RPG 
style. Can't wait to see it in English. 


The environments are 
K big and complex, 

* allowing full 3D free- 
sjdom of exploration. 


A . et another RPG coming for the PlayStation, Konami lends its consider- 
yx able talents to the genre with Vandal Hearts. It’s too early in development 
to tell much about this title, but so far, we know that the game will utilize 
a 3D environment with an isometric view. We’ll let you know more as develop- 
ment continues. 


Similar to the iso- 
metric view used 
in Super Mario RPG, 
Vandal Hearts 
breaks away from 
the traditional 
overhead RPG 
formula. jt£f . I 


If the 
story line 
matches 
the 

graphic 
style of 
this 


dramatic 
battle scenes. 


game, we're in store for one 
spooky adventure. 








EXPLORE THE 


COMPUTER GAME SAMPLER 


FREE! 


With t\!o wrappers from GUMMI SAVERS 


Check out more information 
on Heart .gf Darkness and 
othecgames at- the new ~ 
QamePlaye'rs Internet site: 

http://3Afww.gameplayers.c0m 


LIFE S/WERs 




SQUISHY FRUITY FUN 


'To receive your free “Heart of Darkness” PC CD-ROM Sampler, send: 

1. Two (2) proofs of purchase (UPCs) from any size Gummi Savers Package, 

2. This completed Official Gummi Savers/Heart of Darkness 
Sampler Offer Form. 

Mail to: Gummi Savers/Heart of Darkness Sampler Offer, 

P.O. Box 5760, Unionville, CT 06087-5760 

Completed requests must be received by December 31, 19%. Limit one (1) completed request per envelope, Limit one (l) request per family, household or address. Offer limited to residents of USA, its territories and 
Puerto Rico. Offer not good in conjunction with any other offer and is void where taxed, restricted or prohibited by law. Nabisco. Inc.. Virgin Interactive Entertainment, its parents, subsidiaries, affiliates, — — 

directors, officers, agents and employees shall not be responsible for any damage, compensatory, direct, incidental, consequential or otherwise, with respect to, or in any way arising from the //a 

offer. Wrappers (UPC) may not be copied, reproduced, traded, or sold. Not responsible for lost, illegible, delayed, misdirected, damaged, incomplete or postage due requests. Ail requests for 
Official Forms and completed requests become the property of Nabisco. Inc. and will not be returned. Allow 6-X weeks for delivery. ©19% Nabisco. Inc. I lean of Darkness is a trademark 

and copyright ©1996 of Virgin Interactive Entertainment (Europe), Ltd. and Amazing Studio. All rights reserved. Virgin is a registered trademark of Virgin Enterprises, Ltd. GP jjfljlriiiife 
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Our Second Annual P* Report 

Close your eyes for just a moment. It’s okay, 
you can trust us. Eyes closed? Good. Now try 
to imagine a place where a 
videogamer’s every dream is a 
reality. Where the hottest 
■UBS j fe j A new games are there for 

\ you to play, for free, months 
before they’ll hit the store 
— MBI mI H shelves. And while you’re 

y dreaming, toss in loads 

ments, and a 
building full of 
beautiful L.A. 
spokesmodels. 
Now open your 

eyes - 

you 

■z^S§ms> i ust 


missed it, | - mm ~ 

fool! The 

whole i' : >' .. .* ~ 

thing really 1?4: " 

happened at WK; _ ^ 

the E 3 show W , ' 1 

this past May wEBL.- . \ 

at the Los W , 

Angeles ' y/- 

Convention Center. 

And since you 
didn’t have a 
chance to go, 

it’s a good ^ wC\ Xv 

thing that you /^s 

know cool guys like ^\i:x / 
us, who were there and YVy 
can tell you all about it. \/ 

As expected, Nintendo 

kicked major butt, thanks to the 64-bit debut of its 
resident plumber. But that’s not to say that Sega 
and Sony didn’t have their fair share of exciting 
things to display. In fact, this could very well be 
seen as the best videogame show in recent 
history, maybe ever, thanks to the overall high 
quality level of games. With titles like Sonic 

Extreme, Nights, Crash Bandicoot and Wipeout 
m--\ XL, the future of videogames is as bright as 
jfl 3%f it’s ever been! So sit 
back, relax, and 
prepare to drool 

wrjja ml over the follow- | 

ing pages. And 1 

leave your eyes A 

~ open this time! .mkmm 


Think we just 
made the whole i 
thing up? Hey, [ 
we've got I 
pictures! We ’ 
were really there! 
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■ JM Wednesday, 
mimi May 15, one- 
WW o’clock on a 
sunny LA afternoon — 
everyone who could manage an invitation to 
Nintendo’s pre-E 3 press conference stuffed them- 
selves into a packed hall, eager to find out exactly 
how much Nintendo was willing to show on its 64-bit 
mystery machine. Would Nintendo finally go for the 
throat and bombard us with loads of Nintendo 64 
games, or would it instead opt for the same strategy 
it employed at last November’s Shoshinkai show in 
Japan, giving us one playable game and a half-dozen 
run-throughs on videotape? Everyone had high 
hopes, but everyone still had their doubts as well. 

The time for guessing was finally over. The 
lights dimmed, a giant videoscreen lit up, and we were 
treated to the first live U.S. demonstration of Super Mario 
64. All of our doubts and questions faded away as 'ooh’s' 
and ‘ahhh’s’ echoed from an entranced audience, leaving 
even the most jaded reporters drooling over the graphic 
brilliance that danced around on-screen. At the other end 
of the stage, Nintendo execs Peter Main and Howard 
Lincoln simply smiled. 

That was how E 3 got off to its best start ever. There 


‘It’s show and 

— Howard Lincoln, NOA Chairman 


Nintendo's booth was 
always stuffed to capo 
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Overall 
Game of 


Maria B4 


Nintendo (September 30) 

lublicly, Sega never missed a chance to downplay Mario and his new 
' game with a seemingly endless stream of jokes and put downs, but 
behind closed doors, even the bluest-blooded hedgehogs couldn’t deny 
that the show belonged to Nintendo’s plumber. At every meeting with every person at the 
show, the standard question 'what do you like?’ was always answered with a simple one- 
word reply — ‘Mario’. 

Of course, leading the cheers were the folks at Nintendo, who made some pretty 
bold, and possibly controversial, statements. Peter Main, Nintendo of America Executive 


These pictures give you an idea of how incredibly smooth this game moves. Also, take a look at the bird's 
talons and Mario's head — Mario's had his hat stolen! Apparently it happens a lot in this game. 


Vice President of sales and marketing, tried his best to be humble: ‘With just one look at 
Super Mario 64, you see the future. If there’s a way to describe it, it’s magical and irre- 
sistible! There’s so much for Mario to do. He’s so much fun to control in this new 
environment, that sometimes you forget that you’re playing a game.’ Hiroshi Yamauchi, 
Nintendo world-wide president, introduced Mario 64 as ’The best videogame ever created’. 
Tom Jermoluk, President of Silicon Graphics, claimed victory for the N64: ‘The power is 
here, the jump has been made, the game is wholly new.’ Shigeru Miyamoto, Mario’s cre- 
ator and the Director for Mario 64, simply said ‘This is the best game of the Mario series'. 

Super Mario 64 was presented as the new ‘Gold Standard' in videogaming; the per- 
fect showcase for Nintendo 64’s advanced power. Some interesting technical tidbits: at the 
closest camera zoom, Mario alone consists of 1 ,500 polygons. Having completed Mario 
64, Miyamoto estimates that his game only takes advantage of about 60% of the N64’s 
potential power. Nintendo’s press materials go even further, stating that the Nintendo 64 
has ‘the power of ten Pentium chips bundled together’. Well, that remains to be seen, but 
one thing’s for sure — there IS a clear difference between the N64 titles and the games for 
existing 32-bit systems. 

Super Mario 64 also marks another first for the Mario series — Mario speaks! In 


fact, the first thing that appears when 
you turn on the game is a full-screen poly- 
gon Mario face, that cheerfully greets you with 
(in the most stereotypical Italian accent) ‘It’s a-me-a, 
Mario!’ During the course of the game, Mario also yelps 
and hoots as he jumps, dodges, and takes damage. It’s 
just enough to be cute, without (thankfully) going so far 
as to have Mario toss off lame wisecracks every time 
you touch the controller. 

At first play, the game appears to be just 
as big and deep as you’d expect a Mario game 
to be. There are 25 different areas to explore, 
including 1 5 worlds and 1 0 special courses. 

The object of the game 
is to find the missing 
Power Stars (there are -v. 
at least 100 of O 


i IN 




LAYERS 
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0 them). You find them by exploring the different worlds, 
which you access through special doors inside the Princess' 
castle. The more stars you collect, the more doors you’ll be 
able to enter. There can be numerous stars hidden within a 
single world, so the gamer will need to enter each area 
numerous times, playing it a different way each visit. For 
example, in one of the earlier stages you can dimblo the top 
of a mountain and defeat the Bomb King for a star. Next time, 
you may find that racing a Koopa Troopa to the top of the 
mountain will earn you a second star. Expect to uncover more 
secrets and hidden treats than in any Mario game ever! 

As we’ve reported in the past, the new analog thumb- 
pad works great with the totally-immersive 3D world Mario 
lives in. A slight nudge of the stick and Mario tip-toes past 
sleeping foes safely; press a little harder and he walks along 
at steady pace; press even further and Mario begins to jog 
and then run. The trigger button underneath the thumb-pad 
will cause Mario to stomp down and shake the ground when 
pressed in mid-jump and in other instances, it will make 


Mario slide on his stomach. Crouch and 
then jump, and Mario will.leap into a 
backwards somersault, landing with 
arms outstretched in perfect Olympic 
form. Other interesting Mario maneu- 
vers include hugging the cliffside as he 
creeps along a ledge, hanging from the 
rafters, swimming, punching, flying with 
a special cap, ‘kick-jumping’ off of a wall, 
ride a magic carpet, shoot himself out of a can- 
non, and he has loads of funny facial expressions. 

The days of just jumping on a Goomba’s head are gone! 

Yes, Mario is THAT good. The combination of a com- 
pletely interactive non-linear environment with any number of 
ways to maneuver and affect that environment may very well 
have created the first true 'virtual reality’ experience. Come 
September 30, Mario will embrace us with his glowing charm 
and gloved hands. We will wrap ourselves up the warm, 
fuzzy blanket that is Mario 64ls pure, beautiful gameplay. 


|(W 


.. 


Mario's 
world is 
indeed a color- 
ful one filled with 
wonderous variety. 

It's pictures like this 
one, showing Mario 
soaring high above, 
that really makes 
September 30th seem 
so far away. 



You have to have so many stars to enter each door and that's how 
you get from level to level. It takes about v 
seven stars to go up a level. / 
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The left two pictures showcase Mario's new hanging abilities. The right two put 
Mario on a rolling log, and in front of a giant Chomp preparing to strike. 


(Left) In the sequence that follows Mario running on Ihe ledge, he falls off the side 
once again that 

meNfrAhas tell- 

no problem # 

moving huge 3D 
models. (Right) 

Watch your hat! — — 


from a fixed 
perspective, 
which can be both 
tricky and helpful. 


The central point of Mario 64 is the Princess' castle. Inside you'll find the entrances to the 
many worlds Mario needs to explore to find all the hidden stars for the big battle with Bowser. 
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Long before 




there was uLtra-supei — duper-64-bit-poLygon- video 


capture, hardware hype. 


weird type 


Less game ratings, E3, 


VoOSftUaL ALo\£Y , 


, point- 


in ads. 


•• . 


Like in your face 


and "it's the uLtimate", 360° roto- 






Introducing 

Remember 


Namco 


the good old days? 



a game was a 


tough choices 



were one-or-two player mode? 



The greatest icon in gaming history returns in his original 
romp. Can you escape the ghosts while munching your 
way through a maze? Pop a power pill and gobble up a few 
phantoms along the way. 


Well those days are back and better than ever. Presenting 


The arcade shooter that set the 
standard. Squadrons of robotic 
bugs set out to swarm your 
starship. Includes never seen 
before bonus rounds - plus 
a way to sacrifice ships to 
increase your own firepower. 


Namco Museum'’ 1 Volume 1 for the PlayStation™ - the first 





Volume 



MSM 

iRMll VI 


in a series of five video game 

TM 



Let the bad guys suck exhaust and 
dine on dust. You're going pedal to 
the metal through a maze, taking 
chances and checkered flags. 


compendiums comprised of the 


world's most famous arcade 



The great granddaddy of all racing simula- 
tions. Climb into the cramped driver's cage 
of your 200 mph fndy car. Try to qualify, 
then go head-to-head against some of 
the greatest racing machines on earth. 




There's an entire galaxy teaming 
with evil and most of it lurks 
within enemy space stations. 
Blowing the bad guys to bits has 
never been this fun. 


classics, plus Japanese hits never released in the U.S. 



limco Museum Volume I™ S © 1995 Namco Lid. mi lights reserved. FligSlallon end the PlagSliliod logos are rrademarhs of Soog Computer Entertainment, the taliogs icon is a registered trademark of the Interactive Digital Softmare Issociation. 
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Pilot Wings 

Nintendo (September 30) 


Cruis’n USA 

Nintendo (September 30) 
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Rocket Pack, plus special extra modes that you have to 
earn the right to play. These include a Skydiving mode, in 
which you now must connect with other divers to form 
rings in the air, and a Human Cannonball event where you 
shoot yourself across the countryside into targets. And if 
you master all those categories, you’re rewarded with a 
bonus Birdman’ outfit that allows you to simply fly around I 
and enjoy the landscape, no strings attached. 

Other new enhancements have been added as well, 
such as new control style created to take advantage of the 
N64’s analog stick. Depending on how far you press the 
stick, you can ease your way into a turn, or bolt right into it. 

The four 'C-Buttons' are also utilized, offering players instant 
access to multiple views on-the-fly. Another new gameplay 
element centers around taking shapshots of the landscapes 
while you’re swooping past them. You’re then graded on the 
quality of your photos. 

It’s been a long time coming, I 
but it looks as if the sequel to PilotWings I 
will be well worth the wait, and then some. ’ 
T- : While the first game introduced many of us ' 

to the idea of a totally interactive 3D world, l 
• ■ s the N64 has put enough power behind the 
idea to fully realize the original game's potential. 
If you were a fan of the first one, or even if you 
never got around to checking it out, don't 


Right behind Super Mario 64 , our next favorite was the new 
PilotWings. Man, still pictures just do NOT do this game justice! 
Like pretty much all of the N64 games, the action seems to 
move at a much smoother rate when compared to the N64's 
32-bit competition. And if that’s a sign of things to come, Sega 
and Sony should be sweating bullets right about now. 

The action closely resembles the first game, featuring 
much of the same events and slow-paced ‘lazy Sunday after- 
noon’ gameplay. Your overall goal is to earn enough points to 
receive your pilot’s license. You get these points by competing 
in the 27 different courses, using various modes of flight. The 
main styles of play feature the Gyrocopter, Hang Glider, and 


TIME 

Ol’ 01 ”20 


ism 


Wanna go joyriding around the alps, but don't wanna risk 
those nasty injuries? Then PiiotWing’s just the solution. 


hesitate to jump on board when PilotWings 64 hits our shores 
on September 30. 


Okay, being at an amusement park is fun enough. Throw in a 
Rocket Belt and you're tredding on joy in its purest form. 


Diving and flying and rocketing, oh my! Okay, so that reference was a bit of a stretch. But you 
can only say 'my God, look at the graphics' so many times. 


in it — it simply ran on a Williams 32-bit 
arcade board. With that in mind, the V elSps 

Nintendo 64 version should indeed be able 
to beat the _ , .... . 

weaker coin-op, R^°r has* that 

or something |n this game, the 

would be verv, key to wrnnrng ,s ^ 

to go very, very w 

very wrong. , “ . V. J. ■ 

For those of ***** j 

you who haven’t crash ,nto things. g* J 

played the coin-op, it’s basically an Outrun- 
style cross-country race featuring 14 
courses, four cars (plus hidden ones), and 

the racing is strictly arcade-style i . ~ .Lx 
fare, as you spend a good bit ot the V.“_t 
game smashing into oncoming traf- 
fic. You can choose between the standard 
first-person ’in-the-car-view’ and the behind-the-car 
view. The Nintendo 64 version does include new 


While Cruis'n USA in the arcade is already beginning to look a 
little old, it’s good to see that the Nintendo 64 doesn't even 
seem to break a sweat while running a version that’s at least 
arcade-perfect, and maybe even better. Nintendo claims that 
this version is ’smoother, faster, and more realistic than the 
coin-op, but at first glance there doesn’t appear to be any real 
difference. The arcade version, despite its ‘coming soon to 
Nintendo 64' label, didn’t have a shred of the N64 technology 


street traffic and even competing racers from the track. You 
can also choose from five different difficulty levels, and go 
head-to-head in a new split-screen versus mode. Cruis’n also 
takes advantage of the N64’s analog control stick to resemble 
the feel of a real steering wheel. 

While Cruis'n may have never experienced the success 
or critical acclaim of other competing games, it’s still a solid 
racer. It may not be the killer-app that 
Nintendo originally hoped for, but so far it’s 
the only street racing game on the Nintendo 
64, when Sony and Sega are both very 
strong in that area. 


options, 
like the 
ability to 
remove 




Yep, it's Cruis’n, and it 
looks to be every bit the 
perfect arcade translation. 
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! — While most Nintendo 64 

games boast new. 
never-before-experi- 
weed gameplay Blast 
Corps, (formerly known as 
- , ! Blast Dozer) seems to be targeting a 

; 3 ®*g more tried-and-true approach — 

blast everything in sight, and do it as 
™ fast as you possibly can' 

, j Although the action seems pretty 

straight-forward, there's an involved 
= storyline holding it all together. A 

^ rogue missile carrier has malfunc- 

tioned, leaking radiation and 
barreling towards towns and cities 
with its deadly cargo. As a member 
of the Blast Corps., a company of 
high-tech urban demolition experts, 
your job is to clear a path so that the 
missile carrier can safely pass 
>5 > >4 through without colliding with any- 

^ thing until it reaches ground zero, 
where it can then safely detonate. 
You’ll also rescue scientists, who will 
y design bigger and better Oiggers for 
you to drive. Other goals include rak- 
ing in the insurance money for the 
buildings you smash and activating 
Radiation Dispersal Units along the path of the missile 
carrier. Sounds great! 

By the time the game’s finished, there should 
be around 60 levels, including bonus stages where 
you'll get to use special vehicles. Some of the different 
Diggers include: the Skyfall buggie (all its armor is on 
its bottom, so you have to jump on a building to crush 
it), and the Thunderfist (a big robot that rolls into stuff). 
All of them are great for making a big mess. 

While Blast Corps, wasn't as exciting as some 
of the other N64 titles, it still showed-off a good num- 
ber of hardware tricks, such as the reflective metallic 
surface texture used on the Backlash and Thunderfist. 
The action is fast-paced and the game looks really cool 
— let’s just hope that there’s enough gameplay in the 
smashing to hold our attention. 


See all those beautiful 
grahics? ft's your job to 
smash 'em. Grind 'em into 
the ground. And then col- 
lect the insurence money. 
Sound cruel? Well, there's 
somethin' in there about 
saving Ihe world from radi 
tation or something, so 


don't worry. 


Forget these other cars, I wanna 
drive the school bus! Yep, all 
those great hidden cars will be 
included in the N64 version as 
well, plus a few more 
new features. 



LEARN TO 


LIKE A PRO 


Featuring pro bass anglers George Cochran, Shaw Grigsby Jr., Gary Klein, Tom Mann Jr., 
Dee Thomas and Kevin VanDam, BASS MASTERS CLASSIC*: PRO TDTION 
brings world-championship bass fishing indoors. 



Don’t miss your chance to compete in the most realistic fishing game for the Super NES and Genesis. 


http://www.thq.com 



Visit your local retailer or call for orders only 

1-818-879-5728 

for game tips on our products, call 

1-900-370-HINT 

$.85/min. (automated) - Tl.lS/min. (live 9am-5pm PST) 

Must he 18 years of age or have parental permission. 

Touch-tone phone required. 



BASS Masters Classic' and Bass Anglers Sportsman Society’ are registered trademarks of B.A.S.S, Inc. Black Pearl Software is a trademark of T-HQ Inc. ® 1996 T-HQ, Inc. Sega and Genesis are 
trademarks of Sega enterprises Ltd, All Rights Reserved. Nintendo and Super Nintendo entertainment System are registered trademarks of Nintendo of America inc. 0 1991 Nintendo of America Inc. 
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Star Wars: 

Shadows of the Empire 

■Nintendo (September 30) 


I get a fair impression, but when you see it running j 
beside the other big N64 titles, it's the only one that i 
lacks that initial ‘wow, you can’t do that on 32-bit' 
punch that you get when you see the other games. ’ 
Okay, enough of the down side. Like I said, it may 
not have blown us away, but the game still looked good. 

The sound effects and background music were movie- 
perfect. If you closed your eyes, you'd swear you were in 
the theater! The player controls a new character in the 
Star Wars universe, Dash Rendar — Luke Skywalker’s 
bodyguard! You and Dash have got your hands full, as 1 
you're going up against the Empire, as well as a mysteri- 
ous new enemy known as the Black Sun. Each level features 
a variety of action scenarios, from first-person ‘Doom-e sque' 
sequences to a Snowspeed assault on the massive Imperial 
Walkers, set in wild areas like galactic cities and underground 
sewers. And, of course, there's plenty of spaceship 


Throughout the show, the only Nintendo 64 game that stayed 
as busy as Mario was Star Wars: Shadows of the Empire. 
Everybody loves Star Wars, and this game has been hyped 
more than any other N64 title. While it seemed to get a good 
enough buzz at the show, we weren’t quite as confident. 

I guess it all started when the game was first intro- 
duced to us at Nintendo’s pre-E 3 press conference. It was 
sandwiched in between the Super Mario 64 and PilotWings 
64 demos, which could only make a less than stellar game 
look even worse. Don't get me wrong — the game looked 
good, and we certainly didn't have enough gameplay time to 


The first thing that everybody does when they get their 
hands on Star Wars: SOE is try to fly a snowpeeder straight 
through the legs of a walking AT-AT, because it looked so 
damn cool in the movie. Too bad no one's made it yet. 


We’re reserving jedgement on this one for now, but no 
matter what the final outcome — good or amazing — you 
can bet Star Wars junkies are gonna be lining up to play this 
one on their Nintendo 64s. If LucasArts can successfully 
blend together all those different modes of gameplay into one 



Laser 




shoot-outs for trigger-happy 
Rebel pilots! 


smooth, cohesive cart (a task a lot trickier than it sounds), 
then we could still have an excellent game to look forward to. 


This snowtrooper looks pretty good with really smooth 
textures, but notice that he's made up of only a few 
polygons. Don't be stingy now, Nintendo... 


I 
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These tie-fighters look cool, but what I 
really wanna see is the jump to light- 
speed. I'm sure the N64 can handle it. 

As with most of the N64 games , you 
can choose between multiple views. 




WaveRace G4 

Nintendo (September 30) 




Yeah, I'll admit this guy 
looks pretty goofy in 
this picture, but wait 'till 
you seem him move! 


m 


This one has changed a lot since we got our first peek 
back at the Shoshinkai show last November. Originally, the 
game was intended to use race boats in an enclosed 
course, but all that’s been traded for jet ski racers in a 
wide-open course. The only reason we were given for the 
change was that Nintendo liked the way that the new jet ski 


RANK 




m 




J racers could show off 

smooth motion-captured 
‘ T movements. Oh, well — 

we were excited about the 
original, but we’re just as pumped after playing the newer 
version at E®. 

The REALLY cool feature about WaveRace 64 — • the 
way that other racers' wakes bump and throw you — is 
still wholly intact. In fact, the real-world physics are done 
so well, you’ll swear that you’re really zipping along the 
water. For example, not only does the control feel like 
you’re actually racing on water, but if you try to pull a crazy 
maneuver that can't be done in real life, you’ll get thrown 
off your jet ski and into the drink! Push the nose of your jet 
ski down before hitting the gas, and you’ll duck down for a 
powerful underwater start. It's this amazing level of realism 
that's sure to make WaveRace 64 an early N64 hit. 

You can race by yourself or with another player 
(split-screen) in the Tour. 


The two-player split saeen mode may not be as cool as 
two machine link-up compatibility, but is more practical. 


Ahh, a sunny day at the 
beach and all the jet ski's 
you can smash. Now that's 
my kind of vacation. 


Time Attack, or Stunt modes on 
multiple courses with a choice of 
machines and riders to choose 
from. You can also set the waves 
to be extra rough for some real 


rough ‘n’ tumble action! The game feels great, focusing on two 
simple controls: throttle and steering. Like most of the other 
N64 titles, your speed and degree of turning are decided by 
how far you push the analog stick. This only adds to the 
realistic feel and overall enjoyment of the game. Looks good! 
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Mortal Knmbat Trilogy 

Williams (no date available) 


Oh, you Mortal Kombat tens are gonna 
love this. In your wildest MK dreams, 
did you ever imagine that you would 
ever see all three Mortal Kombats, 
plus Ultimate MK3, packed into one 
Nintendo 64 cartridge? Wait, don't 
lose your composure yet, it gets bet- 
ter — not only are they all on one 
cart, but they're all part of a new. 
enhanced version of Kombat that allows 
you to play any character against any char- 
acter, no matter what version they're originally 
from! And yes, you can even play as the boss char- 
acters and hidden characters! And there are new characters, 
too! It is the stuff of legend. 

Actually. I kind of lied — one character is missing. At 
the time of the show. Johnny Cage had been omitted because 
the actor who originally played him wanted to much dough. It 
makes no sense to me why they can't just use Cage's oid 
graphics (like they did for just about everyone else anyway), 

| but hey. go figure. Maybe Williams will find a way to fix it 
I j before release. On the other hand, there are more Kombat 
I Kodes. two-player and even four-player modes, and because 




it’s on cartridge, there’s no load- 
ing time required for Shang 
Tsung’s morphs (and if looks like 
he'll have a lot of 'em)! Add to 
that four Towers of Challenge 
and new moves including 
more fatalities and babali- 
ties, and you're in Mortal 
Kombat Heaven! 

Right now the 
graphics are being 
tweaked slightly, adding 
slight N64 touches here 
and there, but don't expect 
an extreme graphic overhaul. 

No firm release date was 
announced, but what we had seen 
looked pretty complete, and they just 
started working on it a few weeks ago. Oh. and 
don’t worry about Nintendo’s past problems with blood ‘o' 
gore — we have Williams’ word that this version will be 
completely uncensored. Just wait until you pull up the 
selection screen and see 26 kombatants and 27 back- 
grounds... the horror! 


raw start 


Can you say 'fast, arcade-superior gameplay'? How 
about 'no Shang-Tsung morph lagtime'? The 2D 
fighter is still superior on cartridge. 


HmH 

Jh.: 
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Since there's no NHL license (so far), the 
developers don't have anything preventing 
them from including a fighting mode. It's 
about time — I mean, if you've got a sport 
where if s okay to fight in real life, why is it 
so bad to accurately represent that in a 
videogame? Politics, I tell ya. 


Wayne Gretzkey Hockey 

Williams (no date available) 


So far the action is only 3-on-3, but a full-force 
5-on-S mode is said to be in the works. 


As the only real sports title at the show, there was a lot of 
pressure on i 'Jayne Gretzkey Hockey to deliver. And while 
the game seemed to play fast and the graphics looked good, 
it looks like early Nintendo 64 owners will have to wait a lit- 
tle longer for their first full sports simulation. 

To start with, the version at the show only allowed for 
three-on-three play, however, a fuil five-on-five mode Is said 
to be in the works for the final version. There was no NHL 
license, but there did appear to be real players, at least on 
- — i \ 2 nd a . the teams 

saw. 

3 Because 
the game 
isn't 

endorsed 
by the NHL. 
t the devel- 


opers have been able to . - - . ■ ** ' f* v ..V 

include fight modes, which is 
always a good thing. The 
action is smooth and fast, and 
the game works with either the 
analog stick or the traditional 
Nintendo cross-pad. The 
graphics, while good-looking, 
appear to be a bit on the 
‘cheerful’ side, featuring bright 
pastei colors and a trail of 
bright light that follows the 
puck on slap shots. 

We didn't play nearly 
enough of this game to begin 

to decide how much we liked it, but at least one thing seems this game continues to be updated, well be sure to let you 

clear from the outset — if you're more into the arcade-style know if anything changes, 

sports games, you'll probably get more from Gretzkey. As 
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KillEr Instinct E4 

Nintendo (Oct - Dec) 


That's right, you can finally look forward to playing an 
arcade-perfect version of the ‘original' next-generation 
Nintendo game at home! While the working title switches 
between Killer Instinct 2 and Killer Instinct 64. depending on 
who you talk to, Kl fans are guaranteed to get new features 
with what's being called the ultimate version of Killer Instinct. 

The main difference is in the new 3D backgrounds, 
which look extremely smooth running at a whopping 60 
frames per second, in contrast to most other N64 games 
which run at 30 fps. The camera angle takes advantage of 
the new backgrounds by zooming around the action during 
certain moves and combos. Most of the characters from KI2 
will return, plus a few new ones. You can also expect some 
other new features, although they haven’t been pinned down 
yet. The overall gameplay mechanics are also being fine- 
tuned to tweak out some of the rough spots discovered in 
previous versions. 

If you’re a fan of the Killer Instinct series, then this 
one's a no-brainer. You’ve got to have it. And if you're like 
some of us here at GAME 
players who haven’t i — r~ TTITl 


wgrap 


Right now Nintendo can't 
seem to make up its 
mind on the exact title, r- 
Its press materials ran- 3r 
domly traded-off p 
between Kl 64 and Kl 2. ' 


yet been bitten by the Killer Instmctbug. then maybe a 
nice coat of Nintendo 64 gloss will be enough to 
warrant a second look. 




'Hey baby, what say me and you 
bury the hatchet and go catch a 
flick? No? Then PREPARE TO MEET 
THY DOOM AT THE HANDS OF 
JAGO THE WOMANSLAYER! 


Expect all that 2D rendered 
action you know and love, but 
with wacky 3D backgrounds that 
pan and zoom! Now yer playin' 
with 64-bit power! (I'm sorry, did 
that sound sarcastic?] 


=□ 74 bsss 
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Super Maria SPPCi 

Kart R _ 

• In Nintendo’s press materials, SMKR is 
included in Nintendo’s ‘Sports’ lineup — 

Whata i° ke! ."—[*« 

• The game's play modes appear to be JtLg. 1 

the same as before: Grand Prix, Time 

Attack, and VS Match, but now four ^ 

players can race against each nr n iiii mi i nn tsm i " 

other simultaneously! - a '"' 

• With new 3D backgrounds, the tracks = V" ! 1 V ~ 

have been given lots of hills and depth, as : . -- 

opposed to the strictly flat courses in the 

original Mario Kart on Super NES. ^ 

• At the Shoshinkai show last November, 

Nintendo Prez Yamauchi predicted that " 1 V ; . , ’ 1 * 

this game will be one of the N64’s best ' Z. 

titles at showcasing the machine’s 

power, but... we don’t see it. In the _ . „ ... . , 

demos we saw, the levels look rather 1,115 t,me ^ ano 5 board ' S °I° U 

simple and bland, not at all like the can “I 116 down and 

bright, theme-park worlds of the first roan ! s P llf - screen 15 cocl ' to °- 

game. The horizon ‘fog’ also seems a bit 

too close — can’t the N64 show more of the track ahead? 

• The new four-player mode is sure to be awesome, using a special high-resolution 
mode to ensure that each player’s corner of the screen is perfectly crisp and raceable. 

• WHAT TO EXPECT: In the end, expect the same great action as in the original classic, 
but with fancier 3D tracks and four-player action. 


This time Wario's on board, so you 
can expect some down and dirly 
racin'! The split-screen is cool, too. 


. ‘W 


Body Harvest 

• You’re a survivor of an alien invasion named 
Adam Drake, and it’s your job to go back 
through time to stop aliens who want to use 
the human race as a food supply (yuckl). 

• Tons and tons and TONS of different vehi- 
cles to drive — more than 1 30 vehicles 
overall, from World War 1 -era biplanes to 
futuristic tanks and jets. 

• You must destroy aliens and rescue surviv- 
ing humans 'Nobody steps on a church in my 

• The stages take place at sites all across the town! ,m U P' k°y s! 
globe at numerous different time periods, 

before taking the fight straight to the aliens’ home world for the final battle. 

• WHAT TO EXPECT: The line on this one is 
that it plays much better than it looks. 
Nobody’s had a chance to play it yet, but 
we’re betting that simply jumping in and out 
of planes and tanks could be enough to win 
us over. 


When ferryboat rides go horribly 
wrong, cool gameplay ensues. 


GnldenEye 007 

• First impression — Doom with Bond! 

• Developed by Rare, the people who did 
Killer Instinct and Donkey Kong Country. 

• Expect the classic Bond theme to be used. 

• Chase scenes are promised — Bond drives 
a tank, and there’s a helicopter, too... 

• The action is supposed to be more realistic 
than in other first-person shooters. You can’t 
heal, instead, each hit reduces your body 
armor. Also, you can only pack about two 
weapons at a time. 

• Bond can fire up, down, and all around at 
any angle. You can also maneuver in new 
ways. You can kneel, climb ladders, and 
move at a variable rate of speed, thanks to 
the analog stick — the faster you go, the 
louder your footsteps, and the less sneaky 
vou are. 


• 1 2-plus levels. Look for hidden bonus areas Really cool grahics, but we've seen 

as well, featuring villains from Bond’s past enough Doom clones to make us 
movie exploits. puke. Will 007 have enough innova- 

• Great-looking and smooth-moving graph- tions to win us over? 
ics, but maybe a little slow...? Sweet 

explosions and special effects, like the muzzle flare from your rifle. 

• Look for a high level of authenticity — actors from the movie were digitized and their like- 
nesses wrapped onto polygon characters. The actual blueprints from the movie sets were also 
used to help build the game's levels. 

• WHAT TO EXPECT: Another decent Doom re-hash, with a few cool new details thrown in to 
mix up the action just a bit. 


Buggie Boogie 

• You can build and renovate your own bug- 
gie, adapting it to your needs as you do battle 
in 3D environments. 

• In the only demos shown so far, the player 
seems to just trod along the battlezone with 
no clear goal. 

• The graphics are actually kind of dark for a 
game with such a bubbly, happy title. 

• WHAT TO EXPECT: Still way too early to 
tell. Expect more info soon. 




* 


m 


MM 


7 — v 




III 




m. 


w 




August 1996 


:-r 


I see a buggie, but I don't see any 
boogie-ing. Hmmm... 


Bowser's gaining. Mono! Drop a shell, DROP A SH — oops! Kind of got 
carried away there with flashbacks of all the great action from the original. 


Boom G4 

• It’s Doom again — now with anti- 
aliasing! Yee-haw! 

• The enemies are still flat, 2D sprites 
pasted into a 3D world. They don’t 
look as bad close-up as in previous 
versions of Doom, but they still pixe- 
late. What’s wrong with polygons? 

• Unlike most of the previous ver- 
sions, Id handed this one over to 
Williams to develop. 

• 20-plus original levels, with new- 
look areas like an Egyptian motif. 

• You can vary your foot speed with 
the analog stick. 


Williams to develop. Hy.f s Doom ! there 

• 20-plus original levels, with new- ^e drfferent textures and monsters 

look areas like an Egyptian motif. thotarentasprxefy! Howdoesthrs 

• You can vary your foot speed with Jl eep 9ettin 9 h ' mself lnto ttlese 

the analog stick. srtuotrons, anyway? 

• WHAT TO EXPECT: The slickest graphics of the series so far, with lots more hidden 
stuff, lots more of everything. It’s ‘More Doom'. 
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kgrounds move 
but the levels seem 
certain 'extra' some- 


see this behemoth in 


So far the action seems to be on a forced forward-scrolling track just like the first 
StarFox, but we're hopeful that you'll be able to explore in full 3D. 


You should really see this behemoth in 
motion — he's absolutely enormous! 


Zow-wie! Exploding electrical bolts of 
energy, or something. In space. 


Star Fox E4 

• Fox McCloud and his pals are back again, 
this time going up against a ruthless bounty 
hunter named Star Wolf. Regular GAME 
pla YERS readers know just how much 
we love or Slippy the frog, and he’s back as 
well — in full polygon glory, no less! 

• The ships moved REALLY smooth, and 
looked way cool swooping and spinning 
around, but the stages appeared a bit flat — 
not many colors or eye-grabbing details, and 
that annoying white fog always looms not too 
far in the distance. 

• You can also attack on the ground this 
time, with new land-based vehicles. 

• Rumor has it that this project started from 
the ashes of the cancelled Star Fox 2 game, 
which was originally planned for the Super 
NES. Let’s hope they took enough time beef- 
ing it up to 64-bit form. 

• Expect multiple views. Also, the camera 
seems to swing around depending on the 
action taking place. 

• WHAT TO EXPECT: It’s from Nintendo, so 
it’s a good bet that the gameplay will be solid. But so far, all we’ve seen is a better-looking 
version of the original — where’s the real upgrade? 


The ships and backgrounds move 
incredibly smooth, but the levels seem 
to be missing that certain 'extra' some- 
thing to give it personality. 


im mi 
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We haven't 
played the new 
version yet, but it's 
four-player, so it 
could be cool! 


Kirby’s 
Air Ride 

• Done by HAL in Japan. It’s a kind of young-looking ‘racing/sports' title. 

• It was originally called Kirby Bowl when it debuted at Shoshinkai. 

• The game's main focus seems to be on B .. 

multi-player action, with lots of different ^ « 

split-screen and even four-player race ' a - mfo 

and battle modes. 

• Players ride air boards over courses , ~ 

featuring moguls, hills, steep climbs and ’‘.-^ ■' 2 afci 

bottomless drops. Lots of maneuvers to 

puli off. , 

• Modes: Time Trial, Championship. 

Freestyle and Practice. The game can also .Jtjjjp* 
generate random courses for different 
racing experiences every time you play. "j. a $ 

• WHAT TO EXPECT: One of the bottom 

N64 titles. A cutesy, kiddie game that may 
play well, but won’t send people out to , 

buy a N64, at least not in the US, anyway. I'”’" 


I know that the graphics look awfully 
cute, but remember that Nintendo's 
known for great gameplay... 


Mission 

Impassible 

• Not much is known about this title. 
Ocean’s developing it, and it’s based on 
the recent film, not the TV show. 

• A high level of character interaction is at 
the heart of this game. You sneak into 
places to carry out your mission objec- 
tives, and you've got to play it cool or 
you’ll blow your cover. For example, if 
you don the disguise of a guard, but then 
bolt for the door while shooting away, the 
other guards will notice something very 
wrong with you and probably fill you full 
of holes. 

• WHAT TO EXPECT: Ocean promises 
lots of action, but the interesting thing 
about Mission are the sneaky parts. If the 
developers can come through on their 
promise to create realistic, responsive 3D 
environments and people, then we may 
just see the first real step towards a true 
real-life virtual reality simulation. 


These screens are from demos of a 
very early version of the game, but 
they show plenty of action to go with 
all that espionage stuff. 
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Take a look at that tracer fire — is Tom Cruise being chased by 
; Stormtroopers? Hey, if it happens, remember you heard it here first. 
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Mare Nintendo E4 

(not on display) 


Creator 

• Tnis tide looked very interesting when it was originally 
shown at Shoshinkai. but Nintendo didn't utter a peep about 
it at E^: it seems like they're trying to hide this one tor 
some reason. 

• What we do know is that the gameplay focuses on a 
sim/creation aspect with a way-cool looking T-Rex in 
the demo. 

• WHAT TO EXPECT : Just too early to tell. Stay posted. 



* * P 


The only visuals we've seen on this one 
date back to Shoshinkai, but it sure 
looks cool. We're just suckers for dinos. 


Last-Minute looks cool. We're just suckers for dinos. 

IME4 Additions: 

A good number of other Nintendo 64 titles were tossed about at the show, without any solid pictures or 
info to back them up. In addition to Wayne Gretzkey. FIFA 97 and Ken Griffey Jr. Baseball were the only 
other real sports games announced (unless you want to count goofy half-sport titles like Monster Dunk 
and Mario Kart Ft). Practically nothing was said about Virgin’s Freak Boy, GT Interactive's Ultra Combat and 
BivtG’s Silicon Valley, other than we wouldn't be seeing them tor a good while. Williams plans N64 ports of 
most of its current arcade games, including Robotron X, War Gobs, and NBA Hang Time. Interplay is prep- 
ping Ultra Descent, and even though nothing was shown on Nintendo's TetrisPhear, it's supposedly one of 
the first games scheduled to release. 

Other than Nintendo's 'official' announcements, the biggest bombshells came from Shigeru 
Miyamoto himself during a press interview. He admitted that the rumors about a Nintendo 64 Yoshi game 
are indeed true, and that he was already forming ideas for the forth-coming sequel to Super Mario 64. And 
in a pre-E^ on-line chat forum, Miyamoto hinted at another hot sequel, saying 'Someday in the future, you 
will be able to play F-Zero on N64, but I can't teii you when. It will at least be after you play Super Mario 
Kart' Of course, there were plenty of other wild rumors buzzing around about games like Metroid 64. Kid 
Icarus 64. Donkey Kong Countn' 64, and just about any other Nintendo game ever made with a '64' added 
on. We haven’t been able to confirm any of these though, so we'll just have to wait and see. 


about, but it’ll still be cool to see games like Sim City and Super Mario All-Stars 
back on the shelves. This also presents an excellent opportunity to hype upcoming 
Nintendo 64 sequels by putting the original 1 6-bit titles back out there. Such is the 
case with the original Mario Kart. 

Nintendo still still points to the 16-bit market as its bread and butter 
for ‘96, forecasting total retail sales of this fiscal year (ending March 31 , 1 997) at 
$776 million for the Super NES, compared to $445 million for the Nintendo 64. 
Nintendo goes on to predict that at year’s end they will still dominate its competi- 
tors, combining Nintendo products to amass a 42% share of the industry, 
compared to Sega and Sony’s predicted 31% and 24%, respectively. While some 
may find it hard to believe that people would still be interested in 16-bit, you can’t 
argue with hard proof. Despite the more exciting releases of 32-bit platforms last 
year, Nintendo still raked in the bigger bucks, thanks to mega-hit Super NES 
games like Killer instinct, Yoshi's Island and Donkey Kong Country 2. And as long 
as people are willing buy games for their Super NES, Nintendo will keep putting 
new titles on the shelf. 


Virtual Bay 

espite Nintendo's promise of a ‘re-dedication’ and ‘re-launch’ of the 
R H sad, sad Virtual Boy, only two new games were shown at E^. Both are 
MJB from Nintendo, with not a single new third-party title in sight. In fact, 
many developers talked of shelved Virtual Boy titles that were stopped in mid-pro- 
duction and will most likely never see the light of day. The two new games, 
Dragon Hopper and Bound High, both release in August. 

The closest thing to excitement at Nintendo’s Virtual Boy area cen- 
tered around a reduced suggested retail price, dropping the unit down to $99.95, 
with games falling to within the $29.95 - $39.95 range. An expected move but 
still a smart one, even if only to clear out existing inventory. 

The bottom line — don’t expect to see Virtual Boy at next year’s E^. 
With Nintendo 64, Super NES, Game Boy Pocket and the upcoming Atlantis color 
hand-held. Nintendo has plenty enough to concentrate on. The company didn’t 
even say ‘Virtual Boy’ once the entire show, and in the official company projec- 
tions, its lack-luster sales figures were hidden under the ‘other’ category, so as 
not to name names. Still, collectors may want to take advantage of the low-cost 
stock while it lasts — a Nintendo failure is a rare thing indeed. 



Super HIES 

F ace it — no one went to Nintendo’s booth to play Super NES games. Nothing was 
going to stand out in the massive shadow of the Nintendo 64 launch. Having said that, 
the ol’ Super NES still had some pretty impressive titles to show. Along with recently 
released games like Ken Griffey Jr. Baseball and Super Mario RPG, Nintendo showed Kirby 
SuperStar and Tetris Attack (both due out September 3), along with what has become the stan- 
dard Super NES Christmas cash-cow three years running, a new Donkey Kong Country game 
(due November 18). 

Nintendo also announced its new 
‘Player's Choice’ line of games — Super 
NES ‘classics’ that are being 
re-packaged and re-released 
for newer Super NES players. 

Nothing to get too excited 


TOP SECRET: Project Atlantis 

J ust in case you haven’t heard already, Project Atlantis is the codename for Nintendo’s 
new 32-bit color handheld. While it wasn’t shown on the show floor and no official 
word has been given on the project, Nintendo was pushed to concede that it is indeed a 
reality after rumors leaked onto the internet. 

The hardware is being developed by a company called Advanced RISC Machines, which 
is based in Cambridge, England. You may remember the company for its ARM 60 technology, 
which was used in the 3DO Multiplayer and the Apple Newton. Atlantis is based around the com- 
pany’s new StrongARM 1 1 0 chip, which will run a color machine with an amazing 30 hour 
battery life. The hand-held will feature a three by two inch screen and, despite early rumors 
about Super NES compatibility, is not currently planned to work with software for any other 
existing platform. 

Development kits have been sent out to selected third-parties under strict nondisclosure 
agreements, but don’t look for this one to hit until mid next year at the earliest — with the 
impending release of the N64, Nintendo simply has too much else to focus on until then. 


Game Bay 


B\ 


iSmSt 




Game Boy should be 
dead by now. Who could've 
predicted that its tiny, black 
and white screen would last eight 
years-pius? Since its introduction in 
1 989, Game Boy has sold more than 48 
million hardware systems and about 218 mil- 
lion pieces of software. In comparison, Game 
Boy sold 2.1 million units in Nintendo's last fiscal 
year — more than twice as many units as 
PlayStation or Saturn. We'll be lucky if any of these 
new next-generation videogame systems reach even a 
quarter of Game Boy's overall installed base by the time 
they're through. 

Following last year's colored Game Boys, the big news 


for the hand-held this year was yet another cosmetic face-lift. This time, however, Nintendo's 
doing more than simply painting the case. They're shrinking it too, by an overall 30%. This new 
Game Boy 'Pocket' is dressed in matte silver casing with grey buttons, and features a better- 
quality LCD screen that cuts down on the notorious ‘ghosting’ effect. It will be powered by two 
AAA batteries, delivering approximately 10 hours of gameplay, and will come packaged in a 
transparent jewel case. It plays all existing Game Boy titles (around 436 games). Game Boy 
Pocket will hit with a suggested retail price of S59.95 on September 3 (it releases in Japan on 
July 21). 

Nintendo's premier Game Boy line-up for ’96 features Kirby's Block Ball (out), Donkey 
Kong Land 2: Diddy's Kong Quest (July), and Tetris Attack (September). While these games are 
sure to be good titles (especially the incredibly addictive Tetris Attack ), it's only a matter of time 
before the Game Boy format finally loses its steam, with few new games and a technology that 
just keeps looking older and older. Nintendo knows this, and that's why they’re working on their 
32-bit color hand-held, codenamed Atlantis. At least, that’s the rumor, anyway. Bottom line: 
expect Atlantis to eventually join with Nintendo 64 to update Nintendo's traditional console/hand- 
held combination, after the short-term excitement over Game Boy Pocket helps to clear out old 
software stock. 
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Get CHOMP! The Video Game 


Just surf on over to the new GamePlayers Internet site at 0 L^^atop. 

http://www.gameplayers.com to download CHOMP! The Video Game. 

Or follow the snail mail instructions below. CHOMP! One lean, 

mean biting machine. From Gummi Savers, a mouthful of squishy, fruity fun 


*To receive your free Gummi Savers CHOMP! CD-ROM Video Game, send: _ . B 

1. 3 proofs of purchase (UPCsffrom any size Gummi Savers package. NAM - — ' 

2. A check for 52.50 S/H made payable to Gummi Savers/CHOMP! ahoress sex m f 

3. This completed Official Gummi Savers/CHOMP! Offer form tr 

Gummi Savers/CHOMP! Offer, PO Box 5785, UnionviUe, CT 06087-5785. err? s>ate zip 

Completed requests must be received by December 31.1996. Limit one <n completed request per envelope. Limit one o: request per family, re teeno-c or address. Offer limited to reste-nts 
of USA. its territories and Puerto Rico. Offer not good in conjunction with any other offer and is void where taxed, restricted or prohibited by law SBses. tec. . sis asrenrs, sucstwanss 
affiliates, directors, officers, agents and employees shall not be responsible for any damages, compensatory direct Incidental canse$uenbat or offieraise, site respect to. & m any way 
arising from the offer. Wrappers (UPC) may not be copied, reproduced, traded or sold Not 'espcnsiole for lost, iUeglitfe. delayed, misdirected. damaged. incomplete or postage due requests. 
All reauesis for Official Forms anti completed requests become the property of Nabisco, fete, and we! not be returned. Allow 6-8 weeks ror delivery. GamePlayers « a registered ftagemam 
of Imagine Publishing Inc. All rights reserved. PC6796 ' c \-»wSOO>.B& 
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T he Sony PlayStation billboard outside of the con- 
vention center read ‘It’s not the second generation. 
It’s the second coming.’ Beyond the fact that all of 
Sony is now 
going 
straight to 
hell for 
the crime 
of corporate 

blasphemy, the show carried on without any major acts of 
God. While highlights such as Crash Bandicoot and every- 
thing Psygnosis on the floor helped you forget about mild 
disappointments like Jet Mote and Twisted Metal 2, overall 
Sony’s show was best described as predictably solid. 

Situated just next to Sega’s booth in the South Hall 
(the big hall), Sony came to the show as a major player 
and, with the most Sony monitors, topped-off with the 
enormous wall of monitors used to display big titles like 
Crash Bandicoot, Twisted Metal 2 and MLB Pennant Race. 
Also at the crest of the Sony Booth was the sports bar, an 
isolated second floor with nothing but sports game kiosks, 
spirits and various sports celebrities playing the games and 
signing autographs. The Sony booth was also a great place 
to get in on some great videogame competitions. Sony was 

into giving away 

, prizes, from 2 
X-Treme { the 
sequel to ESPN 
X-Treme 
games) to 
Crash Bandicoot. 

Perhaps the 
most intriguing 
item displayed in 
the Sony booth 
was the new 
PlayStation 
development kit 
for videogame 
hobbyists. While 
the machine is 
due for release in 
Japan only, the 


Also Shown 

AT E3 


Aeon Flux— Viacom 
Battle ArenaToshinden2 
— Playmates 

Burning Road — Playmates 
Bust A Move 2 — Acclaim 
Dark Rift— Vic Tokai 
Dragon Heart— Acclaim 
Ganymeade — Rocket Science 
Hard Boiled— GTE Interactive 
Iron Man/ X-0 Manowar— Acclaim 
Magic The Gathering — Acclaim 
Monster Truck Rally — Psygnosis 
MTV's Slamscape— Viacom 
NBA Jam Extreme — Acclaim 
Powerslave — Playmates 
Red Asphalt— Interplay 
Revelations— Atlus 
Rocket Jockeys — Rocket Science 
Ted Shred— IBM 
The Crow— Acclaim 
Nanotek Warriors — Virgin 
Werewolf: The Apocalypse 
— Capcom 

Project: Horned Owl— Sony 
8ogeyDead6 — Sony 
VMX Racing — Playmates 
Tobal No.l— Sony 
Street Fighter Alpha 2 — Capcom 
Marvel Super Heroes — Capcom 
Beyond The Beyond — Sony 


concept of a low-cost development kit for the 
(junior level though it may be) is sure to be one of interest 
to many American gamers. Conspicuously tuCked-away in 
an all but hidden corner of the booth, the new black 
PlayStation is evidently still a mystery to most folks at Sony 
of America, as the only description of the machine came 
from a single fact-sheet bundled with the unit inside a 
glass case. Look for specs on the machine as well as plans 
for US release as soon as they’re made available. 

Finally and most importantly, Sony made the surprise 
announcement of the show with a price drop of $1 00 to a 
new retail price of $1 99. Though they were denying plans 
of dropping the price of the PlayStation until the day before 
the show, the first morning of the show found the floor 
buzzing with news of a truly mass-market price for the 
hardware unit. Ultimately, what was most surprising about 
the announcement was not that they had dropped the 
price. After all, Sega had already dropped the price of the 
Saturn to $249, but most expected them only to match 
Sega’s effort, not beat it by $50. Consequently, the follow- 
ing day saw Sega drop the price of the Saturn an additional 
$50 to match Sony at $1 99. Good news for the consumer! 

Overall, Sony was a strong force at the show and it 
seemed like just about every third-party developer at the 
show had something cooking for the PlayStation. From 
shooters to RPGs, if it’s a game, you can probably get it on 
the PlayStation. It almost seems a shame, however, that 
outside of a few truly awesome titles from the likes of Sony 
first-party, Psygnosis, and Electronic Arts, there weren’t as 
many stand-out titles as we’d hoped for. Without question 
though, the second half of the year is going to offer 
PlayStation gamers tons of solid choices in every genre 
imaginable, even if it isn’t exactly the ‘second coming’ 
of gaming. 


Sony's mega-monitor setup offered plenty of gamine 
at the E 3 show. Let the games begin! 
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^■[■ony's big gun for the second half of '96 is a 
■■t bandicoot named Crash and gamers indeed 
have something to be excited over. Best 
described as a 3D platformer, Crash Bandicoot takes 
everything great about side-scroliing action games and 
adds a dimensional twist. Not quite offering the 3D 
freedom as many were hoping for, Crash is path-ori- 
ented, but for all the 
3 right reasons. 

The goal was 
to create a 


fast- gffffftlJlf 

moving 
action game 
with lush tex- 
tures, lots of hidden 

stuff and fun play mechanics. From what Sony was 
showing of Crash on the floor — I think they've done it. 

Crash Bandicoot is a title that will forever be 
compared with the likes of Mario and Sonic and, though 
none of the next generation mascot games are very sim- 
ilar in gameplay or even in structure, there is 
little doubt that Crash will be able to hold its own 
against the other more established action heroes. 
PlayStation owners will not feel cheated. What's best 
about Crash is that it was developed with the strengths 
of the PlayStation in mind. For example, the massive 
number of textures are easily handled by the system's 
CD format. The polygonal environments are easily 
manipulated by the PlayStation's sophisticated 3D capa- 
bilities. All this adds to the immersive quality of what is 
often 2D gameplay. 

At what is still the beginning of the 32-bit revolu- 
tion in gaming, Crash Bandicoot is being offered as a 
model for 3D action gaming and an impressive one at 
that. In the end, which system's 3D action game prevails 
will probably be a matter of taste rather than quality. 
Whatever happens in the next few months of videogam- 
ing warfare, it's certain that Crash is going to be right in 
the middle of it all. 


Each boss character offers a 
completely different challenge. 
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Since each boss is completely different, there are no easy boss strategies to master 
that will carry you through the game. 


The side-scrolling sequences maintain certain 3D elements of gameplay, though 

your 2D gaming 

experience is all T. ' ’* ^ — . 

you'll really > 

need to | j : w» * 

be successful. 
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There's no mine cart level, but 
hopefully the Hog Riding lev- 
els will do. 


Some levels require movement in all 
different directions, as opposed to 
the more rigid side or forward- 
scrolling levels. 


Advanced lighting techniques 
add to the overall effect 
of quality. 

The boulder levels 

-5 are what 

“•v tast-poced gaming 

is all about. 


Simple puzzle elements help to If Crash manages to destroy all 
spice-up the gameplay, the crates, he gets a special 

'Perfect" bonus. 


Crash's patented spin move 
comes in handy on more than 
one occasion. 


With a complete 3 D 
map of the world, 


adventures 


w 

kaphically, the water level is especially gratifying. 

Crash is punished for 
missing boxes by smashing 
them over his head. 

. 0 f | m j 

'* ...V? rj} * .:s." l® | 
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Bonus items often lead 
to secret rooms and 
bonus items. 

| 
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I In the end, if Crash 
1 doesn't have atti- 
tude, he doesn't 
have anything. 1 think 

m *1 ' 1 

* helf be just fine. | 
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Just look at this gorgeous waterfall — 
it's enough to send even the 
most devoted Sega and 
j .'-i,' Nintendo loyalists scram- 
vTL bling for a PlayStation! 
As you walk up this 
% fallen log, the cam- 
% era swings 
% upwards, show- 
■ casing the game's 
I hue 3D graphics. 


v This boss is totally nuts. 
f He hops around from 
platform to platform, dar- 
ing you to blast him with 
dynamite. When you do, his 
laugh is hysterical. 
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No, that isn't 
Crash in drag, 
it's, urn... I'm 
not sure what 
she is. But I do 
know that she'll 
save your 
game, if you 
can find her. 


Grab three of these goofy icons and you get whisked away 
to the Bonus Stage, where you'll be given the chance to save 
your game to a memory card. 


The bright, pas- 
tel graphics heip 
to build a 
unique and 
interesting world 
for Crash to fool 
around in. 


Although the 3D perspec- 
tives might seem a little 
tricky to get down, its sur- 
prisingly easy to 
manuever with a good 
deal of accu»cy 


Even in Ihe more traditional side-scrolling stages, the action is still done in 3D, since 
moving into and out of the screen is an integral part of success. 


These shotyare taken from the second isand. In the early version we played, there were three 
islands in all, which seems like plenty of challenge in the time we've had to play. 





faster in the most competitive dosses. 


exciting experience than the first. 


feature 


New features, 
like a blue jet 
stream and 
lots of active 
backgrounds, 
really make 
the entire 
environment 
come to life. 


Outside of the 

fact that WipEoutXL was all but buried at the Psygnosis booth, 
there is little doubt that this was definitely the most impressive 
■ PlayStation game at the show. From the jaw-dropping graphics to the air- 
/ tight control, WipEoutXL is the first true second generation game for the 
PlayStation and what a game it is! Keeping in mind the 
impact the original WipEout made, WipEoutXL is going to fjSfc y 
make people reconsider the boundaries of the hardware. . w jjgi 
In creating a great sequel, there are a few things to con- v ' jty 
sider. and Psygnosis nailed them all in WipEout XL. The most 
important aspect is to recapture the spirit of the original game. . r 

This is especially important in a game as revolutionary as WBKWam 
WipEout. Secondly, it’s important to build on all the strengths 
, of the original. For example, WipEoutms considered by most to be a pretty fast 
\ game. Compared to the top speed of WipEout. the sequel is in a whole new 
\ class. Finally, it's essential that all the trouble spots identified in the original 
\ are rectified. One such problem in WipEout, for example, was the steep 
learning curve. WipEout XL, therefore, has offered a new slower _ 
Hk speed class to allow new players a chance to get the feel 
of the game. All in all. WipEoutXL WILL be one 
Jf yjK of the best games of the year. 


\ By offering several 
different racing 
classes this lime 
around, WipEout XL truly is a tttfe for all 
different experience levels. 


WipEoutXL is a graphical wonder, going 
leaps and bounds beyond the first. 



Jumping Flash B 

Sony (August) 


Ah, what can 
r we say about 

Jumping Flash! 2? Still one of the best games coming for the PlayStation, JF2 
expands upon everything that was done so well in the original and once again 
treats the gamer to a totally unique gameplay experience. Our greatest tear is 
not that JF2 won’t be a top-selling game — it's great, but gamers simply 
won’t understand this game because of its cutesy graphics and heavy Japanese 
influence. A final fear is that Sony will treat Jumping Flash! 2 with the same 
kind of mediocre support given to the original. Considering the fact that this 
game is absolutely one of the best on the system, it will be a shame to watch 
another luke-warm performance on the sales front. 







Andretti Racing 

Electronic Arts (September) 


I A surprisingly 
| good title, EA's 
' Mario Andretti 
Racing was an 

exciting find in the Sony booth this year. With super-fast action, 3D graphics 
and real driving mechanics, Andretti just plain feels right. Race in several differ- 
ent style cars around various tracks in what is sure to be a stellar racing title for 
the PlayStation. It’s great to see Electronic Arts getting back Into first-class 
form for the 32-bit generation and Mario Andretti is an especially good starting 
place. Can’t wait to get a more finalized copy! 


High speed is the Racing in different 
name of the game and kinds of cars gives 
Andretti Racing knows Andretti plenty 

how to play it! of variely. 



It takes practice to get Plenty of variety in 
up to speed on track choices is one of 
Andretti, which means the best features of 
plenty of Replay value, the game. 




Tunnel B1 

Sony (October) 


1 Sony's Tunnel 

SBw s? js sure to be 

an instant hit with action gamers. Originally planned from Ocean, Sony simply 
couldn't let this one get away from its giant corporate clutches and from the 
looks of it, they were right to snatch it up. Fly through intricately designed tun- 
nels blasting enemy vehicles with high-powered futuristic weapons. Of course, 
this is all done at extremely high speeds and, at times, actually seems more 
like a racing game than anything eise. This should be something special, 


The fantastically- 
detailed graphics 
work well to set the 
mood of the game. 


Blasting your way 
through the tunnels is 
sometimes your 
only choice. 


Choosing different paths as you go is an inte- 
gral part of your ultimate success. 





August 1996 GAME PLAYERS 45 






SONY — E3 feature 





Controllina the cor in S' — - 



simulation mode takes 
on a whole new level of 
driving challenge. Good 
thing you can race in 
arcade mode as well. 


ZJZi 




’ui 




i m 


One of the 
best games of 
the show, Formula 1 

from Psygnosis is going to be an exceptional title. From the 
super-detailed graphics and control, to the ultra-fierce competition 
this game really delivers on the promise of racing realism. 

What’s going to be so great about this title is that it does 
require strict adherence to real F-1 rules, regulations and 
physics. All the techniques used by the real racing teams, such & 
as drafting and pin-point positioning, will be required for true 
success in Formula l Also, to add to the realism, this title will 
include several real F-1 tracks recreated to the finest detail, 

A final feature that is going to make Formula 1 damn- 
near the perfect racing game is the ability to switch back-and-forth 
between simulation and arcade modes. This way, if you're not into 
hardcore F-1 regulations, you can flip to arcade mode and simply 
go all out around some truly awesome tracks. For any 
PlayStation owner still waiting for a truly realistic racing 
experience, your ship is about to come in. Look 
for this game to be one of the best! 






Graphically, Formula 1 is 
one of the most realistic 
racing games to grace 
any system. 


The fierce competition 
of Formula 1 is its 
main attraction. 


With several real racing courses, such as 
Monaco and Hockenheim represented in 
the game. Formula 1 delivers on the promise 
of a realistic racing experience. 


I ! - 



Jet Mato 

l Sony (4th Quarter) 


One of the 
games we 
were most 
excited 
about seeing 
at the show was 

s title is still extremely early, we were not as impressed as 
The main concern was that it simply didn't took that 
feds don't demonstrate the same high-end visuals we’ve 
from the PlayStation. The jet designs themselves are rudi- 
jh the game's control has been touted as ultra-realistic, 
difference in the control from land to water. We’re certain 
ve see this game, it will be much, much stronger. 



Race on land or water. In Jet Moto, you've pretty 
much got the freedom to go anywhere you like. 


> .itsr -■- ' 
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Twisted Metal S 

Sony1(4th Quarter) 


.. 
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With a world four being 
the theme of Twisted 
Metal 2 you're likely to 
see some exotic sights 
as you engage in 
bloody warfare. 


One of the 

best early- i < laL ^ l I H It 

release games for 
the PlayStation was 

undeniably Twisted Metal, a search-and-destroy game with giant 3D 
environments. This year’s show gave us our first glimpse at Twisted 
Metal 2 and, though the gameplay is rumored to go considerably deeper than 
the original, the graphics (a common sore spot in the original) were still less than 
stellar. Of course, this was our first look at the game and therefore, everything was 
still extremely early. The initial work, however, seems to be much in the same vein 
as the original. 

Beyond the graphics, what was great about the original was the high-inten- 
sity 3D gameplay. Twisted Metal 2 promises us bigger and better thrills than the 
first Some of the added bonuses to the sequel are new vehicles, bigger envi- 
ronments, interactive backgrounds and new weapons. Making the same 
impact as the original is never easy, but at the very least you're in store for , 
even more of what made the first game so great! 


There are also some 
interesting new 
vehicles with which 
to play, although 
this one doesn't 
exactly seem safe. 


All of your old favorites from the original are back for even more explosive action. 


The name of the game is still seek and destroy and thaf s always fun. 



feature SONY — E3 




Capcom (August) 


Pandemonium 

Crystal Dynamics (November) 


Crystal Dynamics 


Destruction Dorby S 

Psygnosis (November/December) 


sis 

uuJJu 


w . « 


V Fans of the 

■hum i ^ wii - » side-scrolling 

shooter are sure to be pleased with Capcom’s new action game, Major 
Damage. Play with one or two players against Lord Fugu's evil forces on an 
intensely explosive battlefield designed with highly stylistic 3D graphics. 
Super-charged action carried out through 16 different levels makes Major 
Damage an exciting prospect for the future of action gaming. 


Witti it's highly-detailed 3D graphics. 
Major Damage is sure to breathe new life 
into the side-scrolling action game. 


Jt From 

ifj tyttSl I Crystal 

Dynamics 

comes one of the most pleasant surprises of the show. Pandemonium is 
one of many 3D action/platformer games to make its debut at E 3 , and from 
the early progress, it looks to be one of the best. With limited 3D freedom. 
Pandemonium is not going to compare directly to a game like Mario or 
Sonic, however, the action is fast, fun and looks great — three elements 
known far and wide for quality gaming. There are also shifting camera 
angles and true 3D environments and characters to help draw you into the 
action. It will be extremely interesting to watch this one over the next few 


The lush forest level The fast-paced With real 3D back- 
is a real thing of action of the slide grounds and enemies, 

beauty — just the level is what makes Pandemonium is truly a 
kind of place gamers Pandemonium so next generation 
love to play in. much fun to play, action/platform game. 


With many exotic environ- 
ments in which to play, 
Pandemonium offers a good 
bit of welcome variety. 


When asked 
which was 

i tfle bloocl ‘ 

> thirstiest game 
at the show, the answer would undeniably be Crystal Dynamic’s Blood Omen: 
Legacy ofKain. A top-down Action/RPG. Kain is a strikingly beautiful adven- 
ture with a gruesome, blood-sucking theme. As Kain (a vampire brought back 
from the dead and bent on revenge) you will be able to experience more than 
100 hours of gameplay with a uniquely mature flavor. Suspended neatly 
between the RPG and Action genres, Kain is sure to please both ends of the 
spectrum, with realistic action and a complex story line. Truly a unique title, 
Legacy of Kain is one to anticipate with great excitement. 


Legacy ofKairis vivid Legacy ofKain is not for 
graphics make this an ihe timid or faint 
attractive product. 0 f heart. 

Successfully mixing action and adventure. Legacy of 
Kain is sure to excite fans of both genres. 


One of last year’s hottest titles at E 3 was Psygnosis' Destruction Derby 
and this year, Destruction Derby 2 (DD2), though extremely early, was doing 
it all over again. Shifting the gameplay focus to more of a racing-style game, 

DD2 is literally bigger and faster than the original. Also added this time around 
are more realistic touches to the crashes. For example, it is now possible to flip an 
opponent’s car in a realistic fashion, whereas in the original, the best you could 
hope for was to spin them around. You can also depend on the Bowl, an open 
arena for smashing, to make a triumphant return in DD2 and, with the new crash 
mechanics, the intensity should be that much better. 


Add the ability to actu- 
ally leave the ground 
and you're starting to 
get into what a real 
Destruction Derby is like. 


The jump in realism in the cars alone makes Destruction Derby 2 
worth checking out. 


The best part of 
Destruction Derby 
2 is orchestrating 
the perfect crash. 


When many gamers com- 
plained that the tracks in the 
original Destruction Derby were 
too small, Psygnosis listened. 

Middle: The top speed of the cars 
has also been dramatically 
increased since the original. 
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REAL-TIME MOTION 
CAPTDRED ACTION 


STROKE, SKINS 
AND MATCH PLAY 


DEEP HONKERS 
30 RENDERED COORSE 
OP TO 4 PLAYERS 
MDLTI-CAMERA VIEWS 
GREEN GRIDS 


KONAMt 


www.konami.com 


“THE FINAL ROUND” 


HERE'S Ml MUIRS 

BACK IN THE 


XXL 


Tekken S 

Namco (September) 


What can we say 
about Tekken 2? 

It’s just plain awe- 
some and we can't wait until it hits the shelves. For the full scoop check out the 
June issue of SAME PLA yers. Outside of that, all we can tell you is that it’s 
worth the wait! 


tt just doesn't get much With several new The lush backgrounds 
better than this! Tekken characters, Tekken 2 help to really bring the 

2 picks up right where offers players good game to life, 
the original left off. replay value. 


With all the great fighting 
moves of the original, as 
well as many new 
moves, Tekken 2 delivers 
on fierce fighting action. 


Offering great features 
exclusively for the home, 
like the practice mode, 
helps make this title 
an awesome 
arcade translation. 


Pysgnosis (1 st Quarter ‘97) j 


Psygnosis' Tenka is likely 
to be the game that revi- 
talizes the first-person 
shooter genre. OK. Tenka is a 
Doom-like game and many will dismiss it as nothing more, but the early work 
that’s being done on this game is deserving of much more. Of course, with the 
amazing graphic talents for which Psygnosis are known, Tenka looks great, but 
that’s not the only thing that’s going to make this game special. What is far more 
exciting are the implications of little details, like the laser sight, which eliminates 
the vague turn-and-fire techniques of other first- 
person shooters. Also added into the mix is an 
1 * Iv i i % accuracy system which allows the player to take 
0 , *| out certain targets with less shots depending on 

1 where they are hit. For example, a shot to the leg 

^ does considerably less damage than one between 

v'v 1 % ’ the eyes. Yes, Tenka is a first-person, Doom-style 

game, but it's shaping up to be a real good one. 

. ■ 




(( 

This one's still too 
early to get the full 
picture of how 
great it's going to 
be, but if the laser 
sight's got anything 
to do with it, it will 
be great! 


The dark and moody atmosphere of this 
game is set right at the beginning. Now 
all that s left to do is some 
serious destruction. 
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Man, this game just 
j gets better and better 
every time we see it, 

' From the incredible 
3D graphics to the out- 
the 'top five games that simply can’t 
get finished fast enough’ category. With extensive tomb structures in place, as well as sev- 
eral awesome underwater passages, it’s fun playing this game even without all the 
enemies in place. With every Tom, Dick and Harry making 3D action/adventure games, it’s 
nice to see at least one company getting it right. Tomb Raider is destined to be something 
special and we will not rest until it is treated as such! 

In case you missed our extensive Tomb Raider coverage in May, the gameplay in 
Tomb Raider is pretty easy to describe, but until you’ve actually taken control of Lara with 
her two-fisted pistol action and acrobatic jumping moves, it’s impossible to really appreci- 

this game properly. 
Exploring complex 3D envi- 
ronments is just the 
beginning. The first time you 
encounter a giant bear or a 
rabid wolf you’ll understand 
more clearly why this game is 
Newly added swimming so damn exciting. Put this 
levels give the game a the top of your list! 
whole new dynamic. 


environments really draw 
the player into the game. 



With acrobatic moves and 
plenty of ammo available at any 
point, Laura is one dangerous force. 


L 


Contra - Legacy of War 

Konami (4th Quarter) 



The explosive action title is back on 32-bit and it looks better than ever. The idea is 
pretty much the same — blast everything and do it fast before it blasts you, but 
now it just plain looks better. Also added are some new 3D-ish perspectives to give 
the action a little variety. Contra may not have been the most visually impressive 
title at the show, but you can be sure that this one will be pure fun. We can't wait to 
get our hands on this one. Also offered is a vivid 3D mode when viewed through 
traditional 3D glasses. Viva la Contra! 




Taking everything that was 
great about the original 
Contra games and elevat- 
ing them to a 32-bit level is 
all that really needed to be 
done for a great action 
game. By wearing a simple 
pair of traditional 3D 
glasses, fhe game's depth 
is enhanced to an even 
greater degree. Try it! 



REAL-TIME M8TIIR 
CAPTURED ACTION 

ARCADE-STYLE 

IRTERMATIONAL 

ATILETES 


Sony PlayStation™ is a trademark of Sony Computer Entertainment 
Inc. International Track & Field™ is a trademark of Konami Co. Ltd. 
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Frank demanded motion-captured fielding and computer-rendered perfection 
before he would unleash his home run power! 


KIDS TO ADULTS | 


PlayStation 
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Frank wanted big technology to match his 
2-time MVP-winning, power-hitting arms. 

He wanted 28 3-D rendered baseball stadiums 
to crank home runs. He wanted Motion Captured 
player sprites. He wanted authentic gameplay 
like pitchers losing arm strength. He wanted 
6 modes of play, 9 pitch selections and 27 stat 
categories. And he wanted a ton of camera 
angles to check out the action. He got it... 
because whatever Frank wants Frank gets! 


Big Hurt 










One of the VERY few 
games to be produced in 
High-Res mode, Bubsy ' s 
world is extremely 
well-defined. 


Soviet Strike 

k Electronic Arts (4th Quarter) 


A 32-bit follow- 
up to EA's smash 
hit titles Desert 
Strike end Jungle 
Strike , Soviet Strike 

takes the series to a whole new level with photorealistic graphics and next gener- 
ation gameplay. With added features such as multiple camera angles, advanced 
status reports and true 3D terrain, Soviet Strike is more than just another Strike 
game and will most certainly be a thrilling new game for fans of the series, as 
well as those not familiar with the first two titles. This is definitely one title to 
keep a very, very close eye on for further development. Expect this one to be one 
of the better action games available this year. 


Using actual landscape photos as texture 
maps creates the ultimate in realistic terrain. 


Bringing with it all the great gameplay of the original games, Soviet ' 
Strike continues to develop the finer points of action gaming. 


BMG (March ‘97) 


Just in case you missed our special two-month coverage of Boss studios and their 
fabulous game Spider \ n our June and July issues of game players we 
thought we’d give you a little reminder of exactly how cool this game looks. 
Employing all the best tactics of 2D side-scrollers in a 3D environment, Spider is 
going to be one sweet action game with a spooky theme throughout. 


The idea of controlling a big, hairy spider might 
not appeal to everyone, but at least 
it's original. 


SONY — E3 feature 


HI 


Accolade (November) 




] full freedom of J 
/is like a wide q 


the 3D action 

games introduced at this year's show, only a few could be 
described as offering a true 3D environment in which to play. 

Bubsy 3D is one of those titles. The concept is pretty exciting. For a 
' much better idea of this game, check out our comprehensive feature in the 
June issue of game players. Otherwise, just keep looking for updates 
on this promising 3D action title as it nears completion. 


Borrowing from the strengths of side- scrolling action games, Spider's 3D ' 
action is sure to be exciting for gamers looking for a new experience. 


'mm 


KumitB 

Konami (4th Quarter) 


No fireballs. No flying. No explosions. Kumite. a new 3D fighting game from Konami, 
is based on real martial arts moves and that’s all you’ll need to do some serious 
damage. Bent on realism, Kumite offers a much different experience than most of 
the fighting games on the market today. Still too early to get a really good idea for 
the end product, early signs point to something really good from this game 


From these early character designs, if s easy 
to see the level of quality work 
going into this title. 


With massive attention 
given to creating fluid 
animation sequences, 
Bubsy often has the 
effect of a 
quality cartoon. 




r 


f 


The past few years have seen great strides in the genre 
of the first-person shooter and Disrupter is a great example 
of exactly how far game makers have come. From its awe- 
some graphic detail and complex lighting effects, to the 
exciting action sequences, Disrupter comes in near the top of 
the first-person action genre list. Definitely worth checking 
out by fans and disbelievers alike! 




m ; mmmnm x « 

With Hs futuristic theme, the game's 3D graphics work well to draw the player into the action. 




S3 






Taking the Doom - style game to the next level. Disrupter 
demonstrates only the highest quality design at every turn. 


aur y » $ : i 
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feature 



Mario Who7 


The Shape of Things to Come 


■ M /ith the words, 'Would you wait 
I/I / eight months for a plumber? I 
W W wouldn’t', Sega of America 
President Tom Kalinske launched Sega’s 
offensive into what is shaping up to be the 
'Great Videogame Wars of 1996'. The state- 
ment, filled with equal parts confidence, 
optimism, bravado, and trepidation, signals 
Sega's resolve to not be relegated to the lower 
spectrum of the next-generation market. 
Although Sega's stance was met with some 
skepticism by the industry, the announce- 
ments and products that were revealed at E 3 
indicate that there is a comprehensive plan in 
place to propel Sega to the top of the 
videogame market by year’s end. 

At the forefront of Sega's assault is the 
announced price drop of the Saturn Core 
System to $1 99. Although the price drop was 


Another major part of 
Sega’s move to capture the 
interactive market was 
revealed in the 
announcement of an 
internet peripheral 
for the Sega Saturn. 

The add-on will 
give users an 
inexpensive and 
convenient way 
to access the 
internet and 
paves the way 
for Sega's pres- 
ence in the 
arena of interac- 
tive internet 


gaming. 



in response to Sony's surprise move of drop- But despite Sega's forays into the 




ping the PlayStation to SI 99. the aggressive 
pricing structure can only help the industry by 
spurring sales of the next-generation systems 
into the realm of what the 1 6-bit systems had 
established. Finally, after what has seemed an 
eternity, the 32-bit market (and yes, the 64-bit 
also) seems ready to break free of the slow as 
molasses growth and become a super nova of 
sales, development, and excitement. 

Though the price drop of the Saturn 
was Sega’s most visible and important 
announcement at E 3 , the backbone of Sega's 
offensive is the restructuring of the Sega cor- 
poration itself. Sega now features a web of 
independent, but related companies, all focus- 
ing on different parts of the interactive 
entertainment market. It is this conglomerate 
of companies that will be the foundation for 
Sega's objective of ruling the interactive enter- 
tainment market. Wherever an interactive 
entertainment experience is being sought, 
Sega intends a Sega product or service to fill 
that demand. 


entire spectrum of interactive entertainment 
and gaming, the core of Sega's presence in 
the industry is its home console 
videogame systems. And what fuels the 
home systems is the software 
available for the systems. 

That may very well be 

Sega's ultimate trump m mg. 
card. Judging from the f 

games revealed at ~ 

ET Sega may have 
the most impressive 
range and line-up 
of games to come iS 
in lire nest few 

months. Gameplay | Bp' 

has always been 
Sega's strong suit 
and. in the next-gen- 
eration wars, gameplay TP 

will be Sega's 
strongest weapon. 


The Restructuring 


Gear systems. 
Although much 


■he greatest challenge that faces 
tin the coming mpnths is its 
intention to become the number 
one company in sales by Christmas. This 
aggressive stance is welcome news to Sega 
fans everywhere, but there is a world of dif- 
ference between saying and doing. But 
perhaps more so than any other company, 
Sega seems to have the most cohesive plan 
to attack the interactive entertainment mar- 
ket as a whole, and the home console 
'. videogame market in particular. 

The restructuring of Sega Corporation 
was done with the purpose of producing a 
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lean but focused, and most importantly, a 
flexible infrastructure that will allow Sega to 
respond quickly and aggressively to the 
interactive entertainment industry as 
a whole. 

Sega of America will con- 
tinue to maintain its focus 
on the home videogame 
console market with a 
strong emphasis on 
providing quality 
content for the 
Saturn, Genesis, 

Nomad, and Game 




given to 

PlayStation’s strong 
introduction into the 
market place, it should 
be remembered that Sega’s strong base of Genesis 
systems has allowed the company to capture the 
leading dollar share of the market for three years . 
running. Sega of America expects to sell more than 
1 .5 million Sega Saturn units and 1.1 million 
Genesis systems this year. If these figures can 
be attained, they should propel Sega to the top 
of the next-generation heap. 


feature 


SEGA — E3 




SegaSoft is the content delivery arm of the Sega 
Corporation. Formed as a joint venture between Sega of 
America and CSK Corporation, SegaSoft is initially working 
on producing additional Saturn titles and the porting over 
of Saturn titles to the PC. Rumors continue to the persist 
that SegaSoft will eventually begin porting once- 
exclusive Saturn titles to the Sony PlayStation. 
Although this may appear akin to pumping 
up your arm so that you can punch your- 
self in the face harder, it is an indication 
that Sega views the most important 
battle to be the battle for the market 
share of the interactive entertain- 
ment industry and not just the 
home videogame industry. This 
forward-looking approach should 
ensure the viability and success of 
the Sega Corporation as a whole, 
regardless of its fortunes in the 
videogame world. 

Sega GameWorks is a joint venture between 
Sega, MCA and DreamWorks SKG to create family- 
oriented entertainment centers. Indicative of Sega’s 
efforts to position Sega as the product of choice both in 
and out of the home, this venture should produce what 
can be considered the ‘mother of ail arcades’ across the 
country, same playerswW cover the 
unveiling of the first of these entertain- 
in Seattle, WA) in 

A more direct business-side 
company that rounds out Sega’s 
new structure is ExpressPlus. 
ExpressPlus, a joint venture 
between Sega of America and 
Softbank, is an independent 
distribution service for hard- 
ware and software 

companies in the vid 

and PC industries 


Internet access 
gaming for under $400. Is 
the Net Link the magic 
machine that will open the 
flood gates of the Internet? 


The Net Link 


O ne of the most intriguing products revealed at E 3 
was the $1 99.99 Net Link peripheral for the Sega 
Saturn. The low cost Internet browser features a 
28.8 kbps modem. Coupled with the SI 99 Sega Saturn, it 
allows Internet access for less than $400. The Internet cur- 
rently boasts more than 12 million people utilizing its features 
for work and entertainment. This number is expected to grow 
to over 200 million in the next four years. Sega’s intention is to 
capture a fair share of this market with the most inexpensive 
and convenient way of accessing the Internet. 

But the aspect of the Net Link that will interest 
videogamers the most is the resources that Sega is allocating 
towards producing multi-player, networked and live internet- 
based gaming. Sega currently has five Net Link compatible 
games in development, with the highly addictive Baku Baku 
set for network play later this year. In addition, a number of 
third party developers including Accolade, Interplay, GT 
Interactive, Virgin Interactive, and Westwood Studios have at 




Price Drop 


The Games 



O ne of the surprise events at this year's E 3 show was 
Sony’s announcement that it was dropping the price 
of the Sony PlayStation to $1 99. A drop in price was 
certainly expected by the industry as a whole by the release of 
the Nintendo 64 on September 30. The fact that Sony launched 
a preemptive strike so early and to such a low price point had 
the dual effect of energizing the retailers and the industry 
about the next-generation market and diffusing some of the 
hvpe and build-up of the unveiling of the Nintendo 64 at the 
E 3 show. 

Perhaps indicative of the new, more flexible company 
structure, Sega announced its own price drop of the Saturn 
Core System within 24 hours. Although Sega may have gritted 
its teeth at having to drop the price so early, the move can only 
be good for the industry in that the next-generation systems 
have suddenly become viable entertainment alternatives to the 
vast numbers of consumers who were hesitant to spend over 
$250 on a home videogame system. 

The $1 99 price point seems certain to propel the mar- 
ket into what may never equal, but what will seem reminiscent 
of the boom experienced in the 1 6-bit market. If nothing else, 
Sega and Sony have managed to complicate the lives of 
Nintendo executives now stuck with the 
most expensive videogame 
system months before it 
is 

even released. 


O espite Sony’s claims to the contrary, there have 
been strong indications in recent months that the 
Sega Saturn has steadily been gaining ground on 
the PlayStation’s early unit sales lead. 

Strong titles like Virtua Fighter 2, Sega Rally 
Championship, and Panzer Dragoon II Zwei have alleviated 
early concerns about the power of the Saturn hardware unit. 
Sega’s announcement that Virtua Fighter 3 (the most advanced 
arcade game ever) will be coming to the Saturn next year 
seems to indicate that there is yet more potential waiting to be 
revealed by the Saturn. Couple the surprising competence of 
the Saturn with its strong line-up of Sega original and third 
party software and the reason behind the growing strength of 
the Saturn system is evident. 

In addition to the strength of the software titles, the 
actual variety in the type of games available for the Saturn 
make it a tempting alternative to the PlayStation. Whereas the 
PlayStation seems dominated by sports and action titles, the 
number of titles available in niche genres like strategy, RPG, 
and puzzle gives the Saturn a much broader base of appeal. In 
the coming months, titles like The Sacred Pools, which fea- 
tures mature themes, will further expand the types of gaming 
experience available on the Sega Saturn. 


least ten Sega Saturn Net Link compatible games in develop- 
ment and set for release by Christmas '96. 

Despite the excitement that the prospect of internet 
gaming produces, anyone currently familiar with surfing the 
Internet via computer will have serious reservations about the 
resolution and interactivity problems of net surfing through the 
family television. The standard television display lacks the res- 
olution available on even the most basic PC monitor setups 
and the Saturn control pad severely hampers ease of commu- 
nication on what is still primarily a text-based medium. 

But Sega has done a surprisingly good job of anticipat- 
ing the limitations of TV format and has designed the Net Link 
to work around these problems (if not actually solving the 
problems). To address resolution problems, the Net Link’s CD- 
based, HTML compatible web browser software is specifically 
designed for the NTSC TV display standard. A space magnify- 
ing function allows for enhanced visibility on the television 
screen. The inconvenience of the browser's on-screen key- 
board is minimized with a point and click interface that 
incorporates pre-determined grouped letters, such as ’http://’ 
and ‘.com’. For those willing to invest slightly more in the Net 



Link system, communication problems will be elimi- 
nated with the optional keyboard and mouse made 
available for the system. 

Net Link buyers will receive one month of free 
Internet access through Concentric Network 
Corporation. (Concentric was rated No. 1 in Internet 
access reliability in a recent c/net survey.) After the 
first month, subsequent standard monthly charges will 
start at $1 9.95 for the basic service. The Sega Saturn 
Net Link will also work with any access provider for 
those users who already have existing accounts. 

Certainly the Net Link system doesn’t com- 
pletely capture the Internet experience available from a 
$2000 PC, but it does allow for an inexpensive alterna- 
tive for those who have yet to drive onto the 
information superhighway. The fact that Sega is the 
first company to offer the unlimited potential of Internet 
access and on-line gaming just reinforces Sega’s 
efforts to be the complete interactive entertainment 
provider of the future. 


/ 
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Virtua Fighter 3 

Fall 3E 


Virtua Fighter 3 - the game 
that we would sell our souls l|j 
for. Well, at least blow the \ 
majority of our paychecks on. y ■ 
Plus the new character Aoi ll 
makes us howl like the wolf. Even * 
Lau has his eyes on her! 


Sega did not appreciate having to drop the price of the Saturn 
so soon. 

Of course, the results of these price drops and how they 
affect the market in the coming months will be paramount. 
When Nintendo 64 is released, it is likely that the first 500,000 
units will sell out on Nintendo’s reputation alone. Sega needs 
to be at least on par with Sony in both reality and perception 
by the time Nintendo enters the market place or it faces the 
somber prospect of being left with even a smaller portion of 
the pie. 

The battle for parity with the PlayStation is an uphill 
battle. Sony has announced a deal with Circuit City that makes 
PlayStation the exclusive videogame system sold at Circuit City 
stores. KB Toys has also announced that they will carry only 
Sony and Nintendo videogame systems. This lockout of Sega 
product by significant retail outlets only lends credence to the 
perception that the Saturn is the odd man out. It is imperative 
for Sega to reverse this perception in the coming months if the 


move for 
number one is 
to become reality. 

But invariably the 
most disturbing trend for Sega 
must be that third party developers 
who develop for both the Saturn and 
PlayStation almost always release the PlayStation 
version first. Once again, this creates the perception that 
the PlayStation is thriving while the Saturn is being 
accommodated. A large number of top PC game titles are also 
being ported to the PlayStation with conversions to the Saturn 
coming at later dates, if at all. The only coup that Sega can 
claim in regards to third party titles is the snatching of top 
Sony titles developed by Psygnosis (WipEout , Destruction 
Derby), but even this victory comes with the disclaimer that 
the Saturn conversions of these titles are inferior to their 
PlayStation counterparts. 


■ M Jithout a doubt, Sega made quite a strong show- 
1/1/ ing at E 3 , but the downside of that reality is that 
W W it was absolutely imperative that they did so. 
Regardless of all the restructuring, posturing, and hype, the 
fact remains that the Saturn lags behind the PlayStation in 
units sold. There is a perception within the industry and among 
the consumers (fact-based or not) that the PlayStation is the 
more successful, more technologically advanced 32-bit sys- 
tem, while sales and technological sophistication is adequate 
at best for the Saturn. 

Looming on the horizon of this battle for superiority is 
the imminent release of the Nintendo 64 in September. Sony 
has made the move of trying to lock up as much market share 
as possible before September by dropping the price of the 
PlayStation to $1 99. The fact that Sega followed suit so quickly 
was wise, but it was also an indication that its hand was 


put on the price drop, there was a distinct impression that 
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announce that VF3 — 
would be coming to ' 

the Saturn by 
Christmas 

1 997. However, there were rumors at the show that VF3 
would actually be released in the first half of 1 997. One 
of the great challenges that faces Sega is to port VF3 
(which runs on the most powerful arcade board of all 
time) to the Saturn, while retaining the complexities of the 
graphics and gamepiay. There has already been talk that the 
Saturn version of VF3 would ship as a CD-Rom with a 
cartridge that would plug into the storage cart slot on the 
Saturn. The rumor is that the cartridge would handle all of the 
complex background graphics of the game, which would free 
up the CD-Rom to handle the character animations and 
gamepiay exclusively. 


Although there was no playable version of Virtua Fighter 3 at 

the E 3 show, the same demonstration that 

was shown at the AMOA show still 

managed to draw some of the biggest 

crowds. The interesting thing was 

the VF3 display was situated in close 

proximity from Sony’s huge mono- 4 a P t 

lithic TV bank display. And yet, the 

simple demo of VF3 garnered most of , r 

the attention with awestruck throngs silently 

worshipping the future of gaming. Few games, if any, have 

ever elicited this reaction (especially from a crowd comprised 

of jaded industry and press types). 

Mo new materials on Virtua Fighter 3 were made avail- 
able beyond what was featured in the VF3 exclusive that ran 
in the May issue of GAME PLA vers, but Sega did 


Whether ’ jjr 
the Saturn * 

can handle a - • 

game as complex as 

Virtua Fighter 3 remains to be seen. But regardless, the 
release of VF3 in the arcades this fall is one of the most 
anticipated events of the year. Believe the hype — VF3 will 
redefine the fighting game genre. 




feature SEGA — E3 


He’s been gone on sabbatical for a while, but Mario's number one nemesis 

is coming back this fall to do battle once again. There wasn’t actually that 0 . 

much of Sonic X-Treme shown at £ 3 , but there was a playable version of an m 

incomplete boss round. Still, the demo on display, coupled with game % 0 

PL A yers on-going exclusive coverage of the game’s development % 

process, has given every indication that the third dimension has been very 

good to everyone’s favorite blue buddy, nr 

Of course, Super Mario 64 is the game that will be considered Sonic X- 1 ; ’ : L 

Treme's main competition. The disturbing fact for Sega is that Super Mario 64 ' »V * 

could well be considered the best videogame of all time. Will Sonic X-Treme be ' » 4 . >/- ' 

,, — m the best game of all time? Probably not, but all the gameplay ele- * < 'r/ f " « + » 

^1 ments that made Sonic a worthy competitor to Mario in thel 6-bit 

. m, 1 realm seems to have been retained for the next-generation of it, > — ", 

videogames. Such traditional mainstays as Sonic’s speed and spindash can 
j&ii now be utilized in a true 3D world with 360-degrees of unrestricted movement. The 

|9U intriguing aspect of Sonic's 3D world is its ability to rotate, which allows for the hedgehog to scramble across the walls and ceilings, in addition to the tra - 
■a, ' J 1HH ditional gameplay arena. If not by itself, the one-two punch of Sonic X- Trerne and Nights will give Super Mario 64 a run for its money. 


Sonic X-treme 

l Fall ’EE 


The Ugly Truth 

One shot at the tap 


Tomb Raiders 

Eldns Interactive Fall ‘SE 


1 


^^|espite the obstacles that stand in Sega’s way 
a Mot market dominance, neither Sony nor 
mLJ Nintendo have the products and market 
strength to guarantee the destruction of Sega’s home 
videogame presence. 

Nintendo is in the position of releasing the latest 
and most powerful home videogame system, but five 
months before its release it is already the most expen- 
sive system. The fact that the Nintendo 64 is a 
cartridge- based system puts its competitive viability in 
serious doubt. Third party developers face serious chal- 
lenges in game development and production because of 
the inflated production costs of cartridge-based games. 
The production costs and Nintendo’s substantial licens- 
ing fee means smaller profit margins for third party 
developers and less room for error. Nintendo is already 
proclaiming the mantra of fewer, but higher quality, 
games. But what other position can be taken when the 
field of third party developers is so limited compared to 
its competition? Of the Nintendo 64 titles displayed at 
E 3 , there were few that can be considered quantum 
leaps in gaming. Primarily, it was Nintendo’s own titles 
like Super Mario 64 and Pilot Wings 64 that were the 
most impressive. For the most part, every other N64 
title looked as if a comparable gaming experience could 
be found on the PlayStation or Saturn. Finally, after the 
initial excitement, how will the consumer react to pay- 
ing up to $80 for a game? With the intrinsic benefit of 
CD-Rom based gameplay, both Sony and Sega can 
reduce game prices to make their products even 
more attractive. 

As for Sony, if it weren’t for the exceptional titles 
coming from Psygnosis (WipEoutXL, Destruction Derby 
2, Formula 1 World Championship), the second genera- 
tion of PlayStation games could be considered 
somewhat of a let down. Not to say that there weren’t 
any Sony titles that won't sell like crazy. Twisted Metal 
World Tour ; NCAA Gamebreakers, and Crash Bandicoot 
are all solid titles that will probably be received 
extremely well. For the most part, the new PlayStation 
titles showed only marginal improvements over the first 
generation releases. If not for the Psygnosis titles, there 


would be serious talk of the PlayStation having reached 
the limits of its architecture already. But ultimately, 
Sony’s presence at E 3 could be described as solid, but 
short of impressive. The fact that Sony’s forthcoming 
product line doesn’t appear capable of burying Sega 
leaves an opportunity for Sega’s assault to succeed. 

Which leaves the conclusion that the opportunity 
for Sega to move up the ranks is certainly there. Both of 
Sega’s main competitors lack the product and structure 
to eliminate Sega’s threat. The fact remains that soft- 
ware is the fuel that drives the videogame industry and 
judged on software alone, Sega arguably had the 
strongest line-up at E 3 , with its arcade conversions, in- 
house developed, and third party developed games. 
Arcade games like Fighting Vipers, Virtue Cop 2 VF 
Kids, and Virtual On will fuel the sale of Satums in the 
near future. The promise of Virtua Fighter 3 holds the 
promise of Saturn further down the line. Original Saturn 
titles like Nights and Sonic X-Treme could have been 
easily called ‘Best Game of Show’, if not for the consid- 
erable presence of Super Mario 64. The wave of strong 
third party titles for the Saturn ranged the gamut of 
genres. Scavenger showed that they, like Psygnosis on 
PlayStation, know something about the Saturn that no 
one else does. Games like Amok and Scorcher showed 
that the Saturn can produce graphics equal or superior 
to any of its competition. The Saturn can also start lay- 
ing claim to the title of ‘the RPG system’ with titles like 
Dragon Force, Magic Knight Rayearth, and Lunar: 
Director's Cut coming from Working Designs. And 
although not a Saturn exclusive, Tomb Raiders tmm 
Eidos Interactive shows that multi-platform games 
don’t have to be of inferior quality on the Saturn. 

Finally, add some impressive titles like Sonic Blast, 
and Vectorman 2, as well as others coming to the 
venerable Genesis system and Sega is by no means 
down and out. 


Already creating quite a buzz in the industry, Tomb Raiders is 
a title poised to take the graphic adventure to a new level. 
Imagine the lush visuals of Resident Evil wittiout the robotic 
character animation and you have some idea of the appeal of 
Tomb Raiders The smooth, absolutely human-like animation 
of the character is further enhanced by the extensive control 
the player is afforded over the character. Nothing compares 
to the rush of doing a side flip and then running while 
tracking two separate targets with each of the character’s 
hand guns. 

Tomb Raiders will be available on both the PlayStation 
and Saturn, but it is nice to see that the Saturn version com- 
pares favorably to the PlayStation version. It remains to be 
seen if the story supports the impressive graphics and char- 
acter animation, but if it does, Tomb Raiders could easily be 
considered one of the best Saturn games of 1 996. 



in 

mJ Cl 


■ega faces its most challenging time 
| ini 996. The next-generation wars are finally 
coming to a head and the pecking order for the 
next few years may actually be determined this year. For the 
most part, there are too many detractors counting Sega out before 
the battle has truly begun. Sega knows games, and Sega under- 
stands gameplay. Most importantly, predictions of the demise of the 
Saturn have been greatly exaggerated and definitely premature. Sega 
enters the next few months restructured to be leaner and meaner, 
better diversified than its competition, and with a sack load of 
some of the hottest games available. It would bode Sega’s 
competition well to remember that biggest does not neces- 
sarily mean best. Sometimes it is the underdog, 
discounted and hungry, that is the most 
dangerous opponent of all. 
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Although the buzz about Nights has been spreading for 
the last couple months, one of the great surprises at the 
Sega booth at E^ was just how imaginative and beautiful the 
game is. Developed by the original Sonic the Hedgehog creator, 

Yuji Naka and his Japan-based Sonic Team, Nights offers the sur- 
real gaming experience of helping two characters named Elliot and 
Claris as they are guided by Nights to save Nightopia from the evil 
leader of Nightmare. The player, controlling either Elliot or Claris, can 
jump into the body of Nights and fly acrobatically through dream worlds. 

Nights collects points and defends against enemies to ensure that good 
dreams are victorious over nightmares. 

The mystical, magical storyline of Nights is complemented by ground- 
breaking gameplay, featuring real-time rendered graphics, panoramic views and 
360-degree flight and ground play. When Nights is flying, there is a track-based 
nature to the gameplay, but the lack of a truly free, 3D environment while in flight 
does little to diminish the enjoyment derived from the gameplay. One of the most 
impressive aspects of Nights’ unique gameplay can be experienced when giant enemies 
on the screen are grabbed and thrown by Nights with the result of destroying objects 
placed far away in the distance. The game also features character movement at Sonic-like 
speeds and fluid rotating camera angles that allow the player to experience an immersive 
sensation while following the fast-paced action. The addition of a diverse musical score featur- 
ing a variety of musical styles including jazz, rock, world music, and orchestra music helps to 
reinforce the dream-like atmosphere of the game. 

Nights, more so than the forth coming Sonic X-Treme, may indeed be the title that is Sega’s 
response to the Nintendo’s Super Mario 64. Although the comparison may be a little unfair, as Sonic is not as 
far along in its development, Nights seems to have a more mature, original, surreal concept, backed by extraordi- 
nary gameplay that will broaden its appeal to a larger base audience than those who identify with the 
‘hedgehog with an attitude’. Nights has every indication of being the kind of game that introduces you to a 
world that you never want to leave. 




From the fertile 
imagination of the creator of 
the original Sonic, Nights is the 
game that, coupled with Sonic 
X-treme, will be Sega's answer to 
the likes of Nintendo's Super 
Mario 64 and Sony's 
Crash Bandicoot. 
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You may not realize it yet, but you're going to love dressing up in tights and 
flying around in a magical dreamworld. Just don't tell anyone about it 
when you wake up! 
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Also Coming to the 




following is a list of games that were presented at the E^ show, but 

• about which there was limited information available. More extensive 

* coverage of some of these titles may be found in the E^ coverage of 

PlayStation titles in this issue. In addition, some of the titles on this list are 
games that have been featured or previewed in previous issues of GAME 
pi A YERS All of these titles should be available for the Sega Saturn in the 

coining year. 

Acclaim 

LucasArls 

ADSD Iron & Blood - Fall '96 

Here's Adventures - Fall '96 

Accolade 

Scavenger 

Bubsy 3D - Accolade - Fall '96 

Amok- Fall '96(?| 
Scorcher- Fall '96(?| 

Crystal Dynamics 
Blazing Dragons - Summer '96 

Sega 

Legacy of Kain - Fall '96 

Dark Savior- Winter '96 
Destruction Derby - Summer '96 

Fox Interactive 

Heart of Darkness - Fall '96 

Die Hard Trilogy - Summer '96 
Independence Day - Summer '96 

Legend of Oasis - Summer '96 

The Tick - Fall '96 

Virgin Interactive Entertainment 

Alien Vs. Predator- Fall '96 

Spot Goes To Hollywood - Fall '96 

GTE Interactive 

Williams Entertainment 

Hard Boiled -Fall '96 

Area 51 - Fall '96 
Return Fire - Summer '96 

Interplay 
Loaded- Fall '96 

Working Designs 

Lunar: Director’s Cut - Spring '97 

Konami 

Policenauts - Fall '96 

Magic Knight Rayearth - Fall '96 


J 


Miyi 

■ ; " 


y* 
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^^™ega, in M 
MB response to the 
mJ expanded capabilities 
of the Nintendo 64 controller, unveiled 
its new 3D Control Pad that features an analog 
thumb pad for a seamless control interface. The 
controller suffers from a somewhat bulky appear- 
ance, but that in no way transfers to how well the 
controller fits in the player’s hand. All controls are 
easily accessible and manageable by the average sized hand and the feed- 
back and action of the controls could be categorized as just right. With its 
3D Control Pad, Sega has produced what may well be one of the most ver- 
e, comfortable, and capable controllers of all time. 

The best news of all is that the 3D Control Pad works beautifully with 
Nights. In fact, there will be a special combined package of Nights and the 
3D Control Pad which will be available with the suggested retail price of 
$69.99. The new controller can also be purchased separately for a sug- 
gested retail price of $39.99. 
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1 NINTENDO 64 

Nintendo 64 Sys. 

$249 

3D Golf 

$69 

Alien vs Predator 

$56 

Blastdozer 

$69 

Body Harvest 

$69 

Buggy Boogie 

$69 

Cruis’n USA 

$69 

Donkey Kong Fantasy $59 

Doom 

$69 

FIFA Int’l Soccer 

$69 

Golden Eye 007 

$69 

Ken Griffey Jr Basebl 

$69 

Killer Instinct 2 

$79 

Mission Impossible 

$69 

Mnstr Dunk Basketball $69 

Mrtl Kmbt 3 Plus 

$69 

NBA Hang Time 

$69 

Pilot Wings 64 

$69 

Red Baron 

$69 

Robotech 

$69 

Star Fox 64 

$69 

Star Wars Shad Emp 

$69 

Super Mario 64 

$69 

Top Gun 

$69 

Turok Dinosaur Hunter $56 

Ultra Mario Kart 

$69 

War Gods 

$69 

Wave Race 

$69 

Wayne Gretzky Hocky $69 

GENESIS 

Nomad System 

$179 

Bugs Bunny Dbl Trbl 

$42 

College FB USA ‘97 

$59 

FIFA Socr 97 Gold Ec 

1 $59 

Madden FB '97 

$59 

NHL Hockey ‘97 

$59 

Sonic Blast 

$52 

Triple Play Gold 

$56 

Ultim Mort Komb 3 

$74 

Vectorman 2 

$59 

Wrld Series Bsbll 96 

$52 

JAGUAR 

J 


Jaguar CD System $142 

Jaguar Power Kit $99 

Bubsy $19 

Castle Wolfenstein 3D $24 

Defender 2000 $54 

Dragon Bruce Lee 
Dragon's Lair 
Fight for Life 
Mortal Kombat 3 
FtayMan 
Zool 2 


$24 

$19 

$59 

$62 

$29 

$19 



BATTLE 
ARENA 
TOSHINDEN 2’ 

Choose your 
weapon and do 
battle against the 
greatest warriors 
of the world! 
Each martial arts 
fighter has been 
personally 
selected to rep- 
resent his or her 
special tourna- 
ment. PSX$54 


NIGHTS’ 

Combining the 
dynamics of a 
flight simulator 
with the speed 
of a racing 
game, Nights 
propels gamers 
into a truly 
amazing virtual 
dream land filled 
with real time 
worlds and psy- 
chedelic charac- 
ters. SAT $46 



‘ULTIMATE MORTAL KOMBAT 3’ Shao 
Kahn has entered the earth realm to 
punish humans and wrench their souls. 

GENESIS $74 SATURN $56 SNES $74 


PLAYSTATION 1 

SATURN 

SNES 

Sony Playstatin Sys 

$219 

Saturn Core System 

$219 

Super Nintendo Syst 

$95 

PSX Analog Joystick 

$59 

Saturn Net Link 

$199 

Bass Masters Pro 96 

$61 

Virtual 10 TV 

$399 

Saturn Net Link Mouse$24 

ChronoTrigger 

$72 

2 Xtreme 

$52 

7th Guest 2 11th Hour $52 

Donkey Kong Cntry 3 

$68 

Andretti Racing ‘97 

$54 

Abuse 

$54 

FIFA ‘97 Gold Ed 

$66 

Arc the Lad 2 

$59 

Battlestations 

$54 

Final Fantasy 3 

$68 

Birthright 

$49 

Beyond Oasis 2 

$54 

Ken Griffey Winng Run $64 

Breath of Fire 3 

$54 

Bug Too! 

$42 

Lufia 2 

$69 

Bubsy 3-D 

$54 

Contra:Legacy of War $54 

Madden FB ‘97 

$64 

Crash Bandicoot 

$54 

Criticom 2 

$54 

Pwr Rngr ZEO 

$54 

Crusader.No Remorse $54 

Daytona:Chmp Circuit $48 

Secret of Evermore 

$62 

Dark Forces 

$54 

Doom 

$54 

Ultim Mort Komb 3 

$74 

Destruction Derby 2 

$54 

Dream Team 96 

$52 

Wizardry 5 

$32 

Disruptor X 

$54 

Fighting Vipers 

$48 

Yoshis Isl/Spr Mario 

$64 

FI Racng:Post Seasn $54 

Golden Axe The Duel 

$39 

X-Woman:Sinstr Virus $46 

FIFA Soccer ‘97 

$54 

Hard Boiled 

$46 



Final Doom 

$54 

Heart of Darkness 

$54 

3DO 

Final Fantasy 4 

$69 

Hexen 

$54 



Firo & Klawd 

$54 

ID4:lndependnce Day $54 

3DO Sys. Panasonic $199 

Floating Runner 

$54 

Incredible Hulk 

$52 

3DO M2 Accel. Pan $249 

Hexen 

$54 

King of Fighters ‘95 

$54 

7th Guest 2 1 1th Hour $52 

Hyperslam: Pro Wrest $49 

Lunar Directors Cut 

$54 

Deadly Skies 

$52 

Into the Shadows 

$54 

Madden Football ‘97 

$56 

Doom 

$36 

Island of Dr. Moreau 

$54 

Magic Knight Rayearth $52 

Dragons Lair 2 

$52 

Jumping Flash 2 

$54 

Mechwarrior 2 

$52 

Dream Team 96 

$54 

Kings Field 2 

$54 

Monster Truck Rally 

$54 

Game Guru 

$29 

Land Lore Guard Dsty $54 

Mud Kicker 

$54 

Isis 

$52' 

Legacy of Kain 

$52 

NBA Jam Extreme 

$54 

Lucienne’s Quest 

$52 

Lethel Enforcrs w/Gun $69 

NFL Full Contact 

$54 

Olympic Basketball 

$54 

Madden Football 97 

$56 

Nights 

$46 

Olympic Multi Sport 

$54 

Mechwarrior 2 

$52 

PGA Tour ‘97 

$54 

Snow Job 

$44 

Mrtal Kombat Trilogy 

$59 

Pinky and the Brain 

$54 

Starfighter 

$39 

Mystery of 7 Mnsions $54 

Pro Pinball 

$49 

Ultim Mortal Kombat 3 $59 

NASCAR Racing 

$49 

Project Over Kill 

$44 

Wing Commander 4 

$56 

NBA Jam Extreme 

$54 

Scorcher 

$54 



NFL Game Day 97 

$54 

Shokendo 

$54 

HINT BOOKS 


NHL Hockey 97 

$56 

Sonic X-treme 

$46 



Razorwing 

$54 

Soviet Strike 

$54 

Breath Fire 2 Auth. 

$12 

Re-Loaded 

$54 

Star Fighter 3000 

$54 

ChronoTrigger . 

$16 

Rebel Assault 2 

$54 

Street Fighter Alpha 2 $54 

Killer Instinct 2 Arc 

$11 

Ridge Racer Revolutn $46 

Tenka 

$54 

Lunar 2 Off Play Gd 

$13 

Samurai Showdown 3 $54 

Three Dirty Dwarves 

$44 

Nintendo 64 

$13 

Soul Edge 

$46 

Tunnel B1 

$49 

PSX Game Secrets VI $1 1 

Street Fighter Alpha 2 $54 

Ultim Mort Komb 3 

$56 

Primal Rage Unauthzc 

1 $8 

Super Kick Boxer 

$54 

Virtua Cop 2 

$48 

Resident Evil 

$10 

Syndicate Wars 

$52 

Virtua Fighter Kids 

$48 

Street Fighter Alpha 

$11 

Tecmo Super Bowl 

$59 

Wipeout 2 

$54 

Toh Shin Den 2 

$11 

Tenka 

$54 

World Heroes Perfect 

$54 

Ultimate MK3 Arcade 

$9 

Tekken 2 

$52 



Yoshi's Island 

$12 

Tobal No. 1 

$52 

32X 


Tokyo Highway Battle 
Tomb Raiders 

$54 1 

$52 

Doom 

$34 

We Also Carry 


Triple Play 97 
Twisted Metal 2 
War Gods 
Wipeout 2 
Zork: Nemesis 


$52 

$54 

$54 

$54 

$49 


RBI 95 $19 

Spiderman Web of Fire$58 
Virtua Fighters $59 

Virtua Racing Deluxe $39 
World Series Baseball $59 


Virtual Boy 
Game Gear 
CDi 


Visit our Online Catalog! www.cdmag.com/chips.html 


OVERNIGHT SHIPPING in US $4 per order. Mail to Canada, PR, HI, AK, APO, FPO $4 per order. Worldwide airmail $6 per item. 
Handling $2 per shipment. Hardware orders may require additional shipping charges. Call for details. Visa, MC and Discover 
accepted. Checks held 4 weeks. Money orders same as cash. COD $8. Defectives replaced with same product. Most items 
shipped same day. Shipping times may vary. Price/availability may change. All sales final. 
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Another impressive display of the Saturn's processing 
power is Virtua Cop 2 which retains the polygon count of the 
arcade version and does an excellent job of transferring the 
quality and gaming experience of the original to the Saturn. An ffl 
early playable version that featured the first level of the game was i| 
on display at E 3 and the enthusiastic response of show attendees If* 
has virtually guaranteed another shooter success for Sega. 

For those who aren’t familiar with the arcade version of 
Virtua Cop 2, VC2 expands on the addictive gameplay of the first * \ 
Virtua Cop by adding moving environments like high-speed car 
chases. Strategic elements, like the ability to slow moving vehi- 
cles by shooting out their tires and determining what path to take by 
shooting road signs, further enhance the gameplay to make Virtua 
Cop 2 a worthy successor to the original. 


Here Come the Arcades 


Virtua Cop e* 


Winter 3G 


» V V FREE PLAT r I iLju umy 

VV . s- ” I* 


justice to the 
game. Sega 
has once again 
managed to 
bring home the 
arcade experience 
to perfection 


FREE PLAT 


533 3SpJ 


Manx TT 

Fall ‘9G 





Virtual On 

LWinter'3B 


Another quality 
AM2 title that is j 
sometimes overlooked 
in the arcades, Virtual On 
definitely has its proponents in 

the eame pla yers office. The surprising thing at E 3 was the 
absence of a playable Saturn version of the game, although it is scheduled for 
a winter release. Regardless, Virtual On features giant armored cyborgs battling 
in a true 3D environment. The variety of mech combat vehicles featuring differ- 
ent weapons and fighting styles should prove entertaining if it bears any 
resemblance to the arcade version at all. 

One of the features that distinguished the arcade version of Virtual On 
was the head-to-head combat mode. The ability to combat another human 
opponent, while utilizing the strategy and tactics associated with mechs 
of different styles and abilities, is really the best feature of Virtual 
On. It will be interesting to see whether the Saturn version of 
Virtual On features a split screen battle mode or whether 
the game will support Sega's new link cable. 



1 

jHw 

I.# *%<■ 


-■ Another in the long line of superior 

2/8 •• Sega racing games, Manx TTIets the 

■V; v ; " » ) 1 •SS gamer experience the thrill of 

*- az .-; . motorcycle racing to an extent never 

... . " \" experienced before. Although there 

- - Al|' > >r were no demos ofthe Saturn version 

. ^ of Manx IT at E 3 . Sega is claiming that 

T. -■ : the conversion will be arcade perfect. 

The combination of real-time 3D 

graphics, texture mapping, multiple perspectives, and the extraordinary sensation 
of speed all contribute to the most authentic motorcycle simulation available. The 
only thing that will be missing is the 'seat of the pants' sensory feedback afforded 
by some versions of the arcade version. But considering that Manx TT will be 
available for the suggested retail price of $49.99 (as are many of Sega's forth 
coming titles), the loss of 

that dimension can easily % \ 

be forgiven. - WA ..V' 

' V ■ ' 

Although these shots are . ' /Sr v - 

ofthe arcade version of An 


that dimension can easily 
be forgiven. 


Although these shots are 
ofthe arcade version of 
Manx TT, Sega has 
expressed its intention to 
port an arcade perfect 
home console version. 
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Fighting Vipers 

L Winter ‘9E 


The steady stream of superior games being produced 
by Sega's coin-op development branch, AM2, is the 
one advantage that Sega has over its competition, 

Mot only are Sega's arcade games among the best 
being produced, the Saturn conversions of the games 
have been, for the most part, unmitigated successes. 
This is certainly fortunate for Sega, in that this is one 
instance where superior gaming experiences are 
exclusive to the Sega Saturn. 

Following the long string of successful arcade 
conversions like Virtua Fighter, Virtua Fighter 2, and 
Virtua Cop, next in line is another favorite of arcade 


fighters — Fighting 
Vipers. Shots of the v 

Saturn version of ‘tv 

Fighting Vipers are not - 

yet available, let alone a 
playable version, but 
Sega reassures that the = 

conversion quality of Virtua Fighter 2 should be 
expected, along with faithful reproductions of all 
seven characters and the interactive backgrounds 
that distinguished the arcade game. 


.•-,5 -4r_ _, ce’ur y.r 

Sure, ifs really just a Virtua Fighter done, but the 
interactive backgrounds, power-up moves, and wealth 
of unique characters give Fighting Vipers a flavor all its 
own. These shots are from the arcade version but ifs 
probably safe to expect arcade perfection from Sega, 


Virtua 

Winter ‘9E 


Kids 


■•Ml 


Scheduled for release in the arcades first, Virtua Fighter 
Kids is a youthful interpretation of Virtua Fighter 2, with 
VF2i eight characters featured as kids, Gameplay is nearly 
identical to Virtua Fighter 2, but the characters are childlike 


in appearance, mannerisms and fighting style. This 
title has all the earmarks of being a 'cute' rehash of 
VF2, but it is a tribute to Virtua Fighter 2’ s deep 
gameplay that I IF Kids is still quite entertaining. 

Although you can't 
help but won- 


0 k 

i§E?k,: 


Three Dirtg Dwarves 

i SegaSoft Fall ‘9E 


As the inaugural title from Sega's new software development arm, Three Dirty Dwarves by 
no means features any ground breaking gameplay. If anything, the Final Fight-type gameplay 
elements harken back to an earlier time. Vet, what Three Dirty Dwarves lacks in innovation, 
it may make up for in personality. 

Based on the premise that four genetically altered kids have unleashed three good 
dwarves and an army of bad ores while playing a fantasy-role playing game, the game fea- 
tures the dwarves using a number of sporting goods products in order to rescue the four kids 
from the evil General Briggs. A distinct aspect of the gameplay is the ability to play one of the 
dwarves or alternate between each of the three dwarves. Three piayer team play is available 
to those with a Sega six-piayer adapter. The fast paced, comic gameplay is backed by a 
high-energy funk music soundtrack that adds an unique ambience to the game. 


fZT? A/ 


der why the 
kid version of 
Jeffrey still has a 
beard and Sarah 
has breasts! 

The Virtua Fighter 
Kids display at E 3 
revealed Virtua 
Fighter Kids to be 
quite far along in its 
Saturn conversion, 
with just three 


backgrounds ready but all the characters already playable. 
Although no official release date has been set, the 
advanced state of the development indicates that the game 
should be ready for release soon this year. If nothing else, 
the highly entertaining intro sequence for I IF Kids must be 
seen to be appreciated. And even the most jaded and tough 
Virtua Fighter can't help elicit an ‘awww’ when Little Wolf 
does his how! following a victory. 


Yes, these shots are from the home 
console version! If you can stand the 
cuteness, Virtua Fighter Kids will let you 
relive W2 gaming goodness. 


i Games 


The Sacred 


segasoft Winter ‘9E 


Although 
The Sacred 
Pools is so early 
in its development 
that there are no 
screen shots yet 
available, the game is 
said to be so revolutionary 
that the term FMV will cease to be considered a four letter word. 

Set on the island of Amazonia, the story revolves around efforts to find 
The Sacred Pools while facing temptation and danger. With elements of mys- 
tery, power, and seduction in the story, the game features more adult themes 
that have been for the most part absent from traditional videogame offer- 
ings. But what truly separates The Sacred Pools from the bunch is the 
breakthrough use of Virtual Navigation in Real Space (VNRS) technology 
. that allows for 3D movement in FMV environments. The actual imple- 
\ mentation of this technology has yet to be displayed, but the final 
\ result should appear like a movie in which the characters and 
\ objects within it can be manipulated and controlled at will. 

\ But who are we kidding? The real appeal 

\ of The Sacred Pools is the bevy of beautiful, 
scantily clad women! 
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Other Saturn Games 


Too! 


I\la\/Ember ‘3E 
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A game that is slowly gaining notoriety for its innovative gameplay and 
impressive animation is Mr. Bones. A skeleton bent on fighting evil, Mr. 
Bones traverses forests and cemeteries, fighting the evil minions of the 
‘Army of Darkness The unique aspect of gameplay is Mr. Bones' ability 
to utilize his skeleton attributes by morphing to do things like attaching a 
femur to his arm to extend his reach or compacting his skeleton structure 
to shorten himself. An exceptional artificial intelligence and an acid-jazz 
soundtrack round out this unique offering. 


The graphical detail and unique 
gameplay elements are what separate 
Mr. Bones from the crowd. 


As the first 
platform-type 
game to explore the 
3D capabilities of the 
32-bit systems, Bug! 
could be considered a 
questionable success 
at best. Most hard- 
core gamers never 
took to the character 
of Bug as well as was 
hoped and the track- 
restricted 3D 


environment was disappointing when compared to competi- 
tors like Jumping Flash! However, the game's saving grace 
was that Sega released the game with a suggested retail price 
of $39.99, which significantly increased its perceived gaming 
value quotient. 

With Bug! Too!, Sega continues with its aggressive pric- 
ing policy and further tweaked the gameplay to improve the 
overall enjoyment of the title. New features include faster 
gameplay that allows Bug to run, a new graphics engine that, 
coupled with the increased number of camera movements, 
enhances the sensation of the 3D environment. Bug! Too! also 
features amazing 3D cartoon animation and a unique storyline 
with talking characters. 


With a projected 

Py library of more than ten first and third party RPG titles slated to be avail- 
Sj»r able by Christmas 1996, the Sega Saturn is fast claiming the title of being the 
|jf system of choice for RPGs. Part of this dominance can directly be attributed to the 
¥ titles brought to the United States by Working Designs. These Saturn exclusive titles 
' give the US gamer a taste of the wares of the RPG-mad Japanese market. 

The most imminent of Working Designs’ RPG releases, Dragon Force, may also be 
one their best offerings ever. Featuring an overhead perspective similar to that of Ogre 
Battle, the game allows the player to choose one of eight different warlords. The element 
that separates Dragon Force from other RPGs is that each of the castles controlled by the 
player accommodates a set number of commanders with numerous troops under their com- 
mand. This results in scenarios in which over 200 different characters can be on screen 
fighting, defending, and casting spells at any one time. In addition to the real-time battles, 
elements such as the ability to form alliances and smtlX,..;; 

f ite prisoners add significant depth to the 

ilay. *-■ 

The ultimate goal in the game is to conquer Jj, - 
5 entire land of Legendra. Af the very least, £_ 

40-60 hours of gameplay can be expected agfc- ~ 
from the title, due to the immense size of 

Legendra and the myriad of challenging foes and 


Anime sequences 
help to flesh out the 
epic struggle that is 
Dragon Force. 


Never before has there been an RPG that has depicted the devas- 
tation associated with the baffles of full scale armies. 
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Genesis Games 

Y es, 1 996 may well be the year that 
the next-generation of videogames 
takes its hold on the marketplace, but 
there are also over 1 8 million Genesis owners still 
out there that Sega has no intentions of neglecting. 

And even though Genesis titles released by third party 
developers may have slowed to crawl, Sega still has 
some highly interesting and potentially entertaining 
Genesis titles in development. If nothing else, this 
may come as a relief to 1 6-bit gamers who have 
had to wade through a flood of mediocre titles 
in recent years. The decline of the 1 6-bit 
market may mean limited choices, but 
those choices are now at least 
quality choices. 


A sequel to last year's best selling Genesis game, 
Vectorman 2 features more of what made the first 
Vectorman a great game. The addition of such new 
features as more morphs, more weapons, more 
power-ups. and more secrets promise to deliver an 
even more intense gaming experience. Some of the 
new weapons added are energy balls and lasers, 
with new morphs like 'chute', 'skate', 'tank', ’tor- 
nado’. and ‘rhino’ adding additional attacks to 
Vectorman’s arsenal. Beyond the expanded game- 
play elements. Vectorman 2 boasts unique lighting 
techniques that add extraordinary nuances to the 
graphics and animation of the game. 


Sure, the pickings are getting slim for 16-bit, 
but you can always count on your Vector- 
buddy to get the most from your Genesis. 


VECtarman 2 

Fall’aE 



> T \ - « 


JL' J> 
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With 3D graphics that could add a whole new dimension to the 
1 6-bit platform gaming, Sonic Blast could well eclipse Nintendo's 
Donkey Kong Country series. Early shots of the game seem to 
indicate that the SGI-rendered characters and worlds will produce 
a gaming experience previously thought impossible on the 
Genesis. But as great as the game may look, the real key is that 
Sonic’s speed and mobility are not compromised. Sonic Blast is 
comprised of seven different zones, each comprised of two levels 
and a boss, bonus levels, hidden areas, and two possible endings. 
Other additions include new power-ups and moves. Set for a sug- 
gested retail price of $59.99, Sonic Blast’s price reflects the fiscal 
realities of being cartridge based. But with its mix of the improved 
graphics, combined with the traditional gameplay parameters of 
the Sonic series. Sonic Blast should be an unmitigated success. 





















X-Women; 

The Sinister Virus 


BFf 


- 4i 


m 


ILL 


Fall 9G 


The side-scrolling action game has long been a mainstay 
of 1 6-bit gaming, so much so that it usually takes an innov- 
ative twist in gameplay and/or a compelling storyline for a 
new side-scroller to make its mark. Sega seems to have at 
least captured the compelling story part of the equation by creat- 
ing a game around the premise that a deadly virus released by 
Mr. Sinister has incapacitated all male mutants (and thus, the X- 
Men). Left to save the world, it is the X-Women who must scour 
the earth for the remaining Genesis Virus, so that an antidote may 
be created. 

For the most part, the early indication is that gameplay is 
pretty standard for a side-scrolling game. But the ability of the 
characters to fly adds the dimension of scrolling up and down to a greater 
extent than most games of the ilk. If there is a significant emphasis on 
the differing powers of the X-Women, this could be another title 
that keeps the 1 6-bit world turning. 


Hmm 



For once the females 
get top billing! Side- 
scrollers will never be 
the same again! 


lie 






" 


r 



Virtue Fighter 
Animation 


Fall’aE 


After Sonic Blast, there is probably no other Genesis game 
that garners more interest than Virtua Fighter Animation. Of 
course, this was the title that also had the least amount of 
information available. What scant news there was available 
revealed that there are eight 3D characters featuring strong 
play control, speed, and dexterity fighting in front of 
beautiful backgrounds. Details remain sketchy enough that 
there is no indication as to whether I IF Animation will be a 
true 3D fighter or an interpretation of Virtua Fighter featuring 
30 fighters and 2D gameplay. if the original Virtua Fighter 
gameplay is now available on the Genesis, then it. is a 
testament to Sega massaging the most out of the venerable 
16-bit machine. 


I 
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http: //www •gamepl 


Experience the relaunch 

of GamePlayers Online 

-a new kind of gaming independence 

GamePlayers Online has a whole new 
look that will make you 
beg for more- 




games existing and in develop- 
menti for Sony PlayStationn 
Sega Saturni Nintendo UMn 
Genesisi SNESt PCn and 
Macintosh- You won't find 
this kind of coverage 
anywhere else in 
the world! 


http://www.gameplayers.com 


A GamePlayers and Gummi Savers® joint Adventure 


The site will feature THOUSANDS 
of exclusive Datacards providing 
updated informationn screen 
shotsi and duicktime movies on 


ayers • com 

Check out the site and register 
today for FREE! We'll even send 
you a complimentary copy of 
GamePlayers magazine* 


To sweeten the dealn we'll also 
send you free Gummi Savers® 
the preferred candy of 
advanced gamers 



ON 

SALE 

NOW! 


/Rated 
I £PG-13 


NEW LINE 
HOME VIDEO 


Turner Home Entertainment 
•Suggested Retail Price 
© 1996 New Line Home Video. All Rights 
Reserved. Sold exclusively by Turner Home 
Entertainment. Mortal Kombat® and the 
Mortal Kombat Dragon Logo are trademarks 


(3 by the National Captioning Institute. 


Prepare for 

Kombat! 

Now just 


Coupon book with 


on Mortal Kombat merchandise 
including a 

FREE Watch Offer 

inside Mortal Kombat The Movie 
and The Animated Video. 

Some coupons expire 9/30/96. 


unrrrM 


MORTAL KOMBAT 
THE ANIMATED VIDEO 

$5 Mail-in Rebate! 

When you purchase 
Mortal Kombat The 
Animated Video and 
Mortal Kombat The Movie. 

(Offer inside coupon booklet. 

Offer ends 12/31/96) 

Rated PG. 60 Minutes, 

VHS# N40I0, P 




Rated PG-13 / 101 Minutes / Q 


HIDDEN 







Well, here we are in the dog days of summer. Whew! 
It's really hot and muggy. You know, videogames can 
be like mat: some are really hot, while others just take 
you out for a mugging. Oh well, see ya by the pool! 


Try to think of Ihis like a TV weather channel. You 
know it's hot, but you also want to know If a tornado 
is headed your way, right? This stuff can help! 


Finally! A parly 
game that can 
compete with 
Strip TWister! 
—Mike Salmon 


While this guy's idea of weather forecasting Is 
consulting nis corns and bunions, his videogame 
knowledge is top-notch! Really... 


It's our opinion that it's hot, but if you want 
accurate opinions on videogames, this is 
just what the doctor ordered! 


J’jgSS. The only things more right on than our scores’ 
would be a swimming pool and a cold one! 

60-69% Good 20-29% Heinous 

50-59% Average 10-19% Putrid 

40-49% Lacking 1-9% Shoot Me 

30-39% Crap 0% Cosmic Race 


100% Flawless 
90-99% Ultimate 
80-89% Excellent 
70-79% Very Good 


The Rocket Science: 

Each category ot our scoring boxes is given a 'weight' — the higher the weight, the more 
important the category. We multiply each category's score by the weight, total them up and 
divide the answer by 18, which is the total ot all the weights combined. The resulting number 
is multiplied by ten to compute the final score tor the game. 

Graphics: Weighted by a (actor of two. 

Music & Sound FX: Weighted by a factor ot one. 

Innovation: Weighted by a factor of one. 

Gameplay: . Weighted by a (actor ot eight. 

Replay Value: Weighted by a factor ot six. 


but it requires some great power and 
excellent timing. 
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PLAYSTATION 

GENRE / arcade 

PLAYERS / 1 to 4 w/multitap . 

PUBLISHER / Konami 

DEVELOPER / Konami 

AVAILABLE / now 

PRICE / S49.99 


finally! A party 
game that can 
compete with 
Strip Twister! 
—Mike Salmon 





W ith the Olympics coming this summer, International 
Track & Field isn’t going to be the only game of 
this genre. It is, however, the best Track & Field 
game ever. The polygon characters, coupled with the perfectly 
done arenas of competition, make International Track & Fields 
visual treat. Beyond the new 3D graphics, Konami has man- 
aged to add several key little elements to gameplay that make 
IT&FVne best game of Its kind. 

The ability to configure the buttons makes it possible to 
create all kinds of new ways to cheat. In one competition, we 
had all four competitors using different styles to achieve 
speed, power, and timing, and, amazingly enough, each style 
seemed to have an event that it worked best on. The only real 
problem with the game is that there is literally no challenge in 
the one-player game. However, when four competitors are 
competing head-to-head in 1 2 different events, this game is 
awesome. Little tweaks to the gameplay, like trying to get the 
angle and timing right in the throwing events, make it difficult 
to become master of all events. Which makes for some hard . 
fought battles and some historic runs for the gold. / 
If you’ve played any Track & Field game, then / 
you’ve played TT&F, but the quality of graphics and / 
depth of gameplay make this game far superior to any / 
game like it. It’s the kind of game you can still pick up / 
and play years after purchase. Just watch out for the / 
chronic blister on your running finger. GP I 
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jump is one 
of the more 


events and, 


fected, often 
results in the 
jumper not 
making the 


The swimming event is all about pure speed. Look 
at the detail in the water — awesome! 


events like 
the ham- 
mer toss 
are liable 
to result in 
serious 


A huge toss of the discus is a great feeling, 
but it requires some great power and 
excellent timing. 


The Javelin toss 
is another 
one of the 
classic events 
that has been 
tweaked for 
even better play. 


MUSIC & SOUND FX 













review 


SATURN 



anriral 


All my life I've dreamed of 
being a zookeeper for a 
bunch of animals. I sure 
hope hanging out with 
GAME PLAYERS Counts! 
— Adam Douglas 


SATURN 

GENRE /puzzle 
PLAYERS / 1 - 2 
PUBLISHER / Sega 
DEVELOPER / Sega 
AVAILABLE /now 
PRICE / S39.99 




The tiles fall in 

W hen sprites and vector pate. Be careful 
graphics ruled the how you 

arcades, gameplay stack them, 

was tantamount. You couldn’t rely 
on flashy graphics to carry a 

mediocre game because, frankly, there were no flashy graph- 
ics. Unfortunately, many games today fall victim to the 
‘graphics over gameplay’ syndrome; cool stuff to look at, 
absolutely no replay value. Baku Baku Animal does not fall 
victim to this malady. 

In a kingdom long ago, there lived a princess who loved 
to collect pets. She never took care of them though. So the 
King held a contest to find a royal zookeeper. The ‘contest’ is 
actually a TeWs-style puzzle game, whereby coupled items 
fall from the top of the screen and you place them accordingly. 
There are four animal tiles; dog, panda, rabbit, and monkey, 
and their respective foods; bone, bamboo, carrot, and banana. 

Initially this may sound like any other of a whole host of 
puzzle games. This one is just so dam cute! When the correct 
rood is stacked next to its corresponding animal, the head 
jumps from 2-D to rendered 3-D to eat the food. The animals 
also have a lot of personality. They laugh when you do well 
and cry when they don’t get fed. 

There’s a one-player mode, where you compete with 
strange, rendered creatures and robots for the position of 
zookeeper. These characters are a joy to behold. Truly surreal. 
Like the animals, they also possess a certain amount of person- 
ality. It’s these little elements that make the game so likeable. 

For real fun though, grab a friend and go head-to-l 
Once the food starts flying, you’ll never want to put it down. 


There’s also an unexpected level of 
strategy to be learned. When you clear ajj 
large area of food, a matching number 
of pieces drops onto your opponent’s 
stack. It takes a little luck to pull it off, 
but if you can hold off and then eat a 
huge area of food, the results are worth 
it. There’s nothing quite as satisfying as 
watching your opponent vainly trying to 
clear some room as you pummel him 
with piles of food and animals. 

Baku Baku Animal is an 
extremely entertaining, not to mention 
addicting, game. Fans of puzzle games 
like Tetris or Bust A Move will enjoy it, 
as the gameplay is tried and true. 
Newcomers to the genre will enjoy the 
head-to-head strategies and the 
adorable, wacky graphics. Just be sure 
to stock up on groceries, because once 
you start playing, you’ll never want to 
leave the house again. GP 


When you stack an animal next to its food, it jumps to 3-D to eat it. 


Eliminate lots of food 
at once... 


...and pun 

with your discarded tiles! 


Use the Bonus Coins to 
eliminate tiles. 




as 
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GENESIS 


review 


I 



GENRE / action 
PLAYERS / 1 
PUBLISHER / Sega 
DEVELOPER / Probe 
AVAILABLE / now 
PRICE / S49.99 


What could be better than 
being Bugs Bunny? Well, 
judging by this game, almost 
anything! — Adam Douglas 



■ 


GAMEPLAY 


GRAPHICS 


j { Surprisingly decent 
graphics for Genesis. 

But ft's still just a 16-bit 
game. Yawn. 


MUSIC & SOUND FX 


Annoying music is a 
test of stamina. 

Low-grade sound FX 
add nothing to the game. 


INNOVATION 


O Hey, its Bugs Bunny, 
after all. 

Hey, it's still a tired, old 


enough to make him follow you. Add to 
this a sloppy control configuration, 
and you’ve got a recipe for a bad 
gaming experience. There’s 
none of the precise control 
that a platform game 
requires; any maneuver- 
ing that requires timing 
is frustrating, to say the 
least. Plus, the music is 
incessant and annoying 
(I had to turn the sound 
off after awhile to abate 
my growing headache). 

Perhaps if this 
game had been released 
five years ago, in the hey- 
day of 16-bit platformers, it 
would have been passable. 

Maybe. But today, with the stan- 
dard firmly raised by the 32-bit 
machines, there’s just no 
excuse. If you’re scram- 
bling for new games for 
your Genesis, save your 
money for another one. 

Bugs isn’t worth 
the headache. GP 


Lure the lion into the 
trap. That cat won't 


Get the 
bull to 
kick you 
into the 
air, then 
grab the 
floating 
dynamite! 


Daffy runs faster than you, but 
watch out, because he 
catches up quick! 


Tease Daffy into turning the signs from Bugs to Daffy 


built a robot which requires a rabbit brain to function, or some- 
thing like that. Anyway, to prevent Elmer from getting your 
precious brain, you must run around on 2D platform struc- 
tures, all the while coaxing Daffy to follow you. Once you’ve 
gotten Daffy to pass enough signs, you beat the level. How this 
saves your brain I’ll never know. 

This is only the beginning of the inanity. Every time 
Daffy touches you, it causes damage. And touch you he will, 
oh yes. It’s almost impossible to avoid 
him, as you have to get close 


K, imagine being held in, say, a Turkish prison. 
You’re forced to perform meaningless tasks over and 
over, while a large guard beats you mercilessly with 
a canned ham. If you can imagine this, then you have some 
idea of what playing Bugs Bunny: Double Trouble is like. This 
game actually made me physically ill. I kid you not. 

In the game, you are Bugs Bunny, loveable Warner 
Brothers’ cartoon character extraordinaire. Elmer Fudd has 




CRAP 
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many times have you said to yourself ‘Man, I wish I had a Mohawk and could turn myself into a fish!’ We know, we know, 
it’s a dream that’s camfnon to all mankind — to have that really wiggy haircut AND to swim underwater without holding your 
breath. Oh, the joyfThe rapture! The seafood! Anyway, since we all can’t have a Mohawk and turn into a fish, let’s do the 
next best thing. Let’s have a contest where you can win all kinds of cool Mohawk and Headphone Jack stuff, and MORE! 

And how, you may ask, can I win all this stuff? Well, it’s really easy! Just give yourself a Mohawk and hold your breath for 20 
l! No, wait, we were just... kidding! Yeah, that’s it! We were... kidding. But we’re not kidding abop|fhesie prizes! 


ne lucky Grand Prize winner will receive a Boogy board, plus a wetsuit, swim 
fins, a Mohawk videogame for the Super NES, a Mohawk and Headphone Jack T-shirt, and some 
cool sunglasses! Sorry, haircut and gills are not included!!! 


Send a postcard, with your name, ape and address on It, to; 

The Mohawk and 
Headphone Jack Contest 
c/o T.HQ 

50 16 N. Pkwy Calabasas, 

Suite 100 And why. you may ask would I 

want to enter this contest? Well, 
it's really simple; YOU CAM WIN 


Calabasas, 

CA 

91302 


ALL THIS REALLY GREAT 
STUFF! Check it out! 


EM jTjTj One almost as lucky First Prize winner will receive a wetsuit, which is just the 
thing you’ll need if those gills suddenly sprout overnight! 

fcl=IKi]il'l;l;e/l Ten almost, but not quite as lucky winners will receive the outrageously cool 
Mohawk and Headphone Jack videogame exclusively for the Super NES! It’s more fun than 
frolicking with Flipper! 

ill - Fifty winners who frankly just lucked out by the skin of their teeth will receive a 

radical Mohawk and Headphone Jack T-shirt and some really cool sunglasses! 

So what are you waiting for? Get that postcard in the mail today! Don’t be the only one on the 
beach with a funny, homemade haircut and blue lips! Do it today!!! 


Your postcard must be received by September 1st, 1996. All winners will be picked by random drawing on September 1st, 1996. All entries become the property of T*HQ, who is responsible for the random drawing and the distribution of prizes. 


! 
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SATURN 


review 



curse: 


GENRE /fighting 
PLAYERS / 1 or 2 
PUBLISHER / Sega 
DEVELOPER /Sega 
AVAILABLE / now 
PRICE / $59.99 


A.C'OiV LOADING! 


rr\ 


After playing the first two 
Golden Axe games, I was 
pretty sure I'd done it all. 
Guess again. 

— Patrick Baggatta 


riginally showing-up in Japanese 
arcades via Sega’s Titan board, 
Golden Axe: The Duel (GATD) is 
enjoying its first American release 
on the Saturn. Based on char- 
acters established in the 
Sega classic, Golden Axe, 
GATD is a fighting game 
with undeniable resem- 
blances to Capcom’s 
awesome line of 
fighters. Of course, 
when making a 
fighting game, 
there’s no better 
source to look to than 
the makers of Street 
Fighter, X-Men and 
Dark Stalkers. Sega has 
done just that, with a good 
bit of success, in Golden Axe: 
The Duel. This unfortunately 


Golden Axe Revisited 


means there is very little in this game that you’ve probably not 
already checked out in some other slightly superior game, but 
on the other hand, if it isn’t broken... 

With a graphical style loyal to the original Golden Axe 
series, you're not likely to be blown away by the use of 
Saturn’s visual capabilities, but the animation is pretty smooth 
and the backgrounds are colorful and active enough to give 
the game a certain life. The magic-gathering feature has also 
been imported from the original Golden Axe games. Taking 
quick swipes at the little bugger with the magic in his bag, 
while your opponent is busy trying to destroy you, adds a new 
dynamic to the extremely familiar formula. You’ll also find that 
the characters in Golden Axe: The Duel (some you’ll recognize 
from the first two games, some you won’t) are well varied and 
nicely balanced against each other. 

In the end, if you don’t mind that Golden Axe: The Duel 
does very little to present itself as any kind of original gaming 
experience, you’re not doing too bad with this title. What’s dis- 
appointing about the game is how little the concept or 
gameplay has progressed from the original. In fact, the origi- 
nal, at the very least, offered some freedom to move in and out 
of the screen — a feature missing in The Duel. GP 


Remember Golden Axe? The Duel 
might just jog your memory. 


Though there are a few more colors used 
in The Duel, there is an undeniable look to 
the Golden Axe series. 


The little guy's still got magic in that bag. 




Even the characters that are new to the series still 
seem somehow at home in the world of Golden Axe. 
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SATURN 



Something Familiar 


With similar gameplay 
elements, The Duel 
bears a striking 
resemblance to 
several other 
fighting games. 


out dll the standard 
Capcom moves typically 
pays off in The Duel. 


From the best of three matches to the slow- 
motion finishes. The Duel follows the standard 
fighting game formula very closely. 


Collecting 
magic vials is 
one of the 
very few orig- 
inal moments 
you'll 

experience 
in the game. 


BgSjP The use of fireballs and the like is very much 
a part of The Duel’s game plan. 


Using magic spells in the original Golden Axe was a 
big part of the game, as it is in The Duel. 


OPINION 


While I agree with Patrick that this game really doesn’t offer 
anything new over every other Street ftg/rfer-inspired 
brawler, I do think that the gameplay is a little better than 
he gives it credit for. Sure it’s a rehash, but my point is that 
it’s a good rehash. 

If you’re a fan of 2D brawlers, check this one out. It’s 
no Street Fighter Alpha by any means, but I think it has its 
place in the fighting library, much the same way that the 
thousands of SNK’s Neo Geo ^ 
brawler clones have somehow 
won gamers' hearts. The graph- UK;, 
ics are good, the presentation's 
okay and there’s a decent 

assortment of moves. I don't , m 

think this game should top any- 
one's list, but it should probably ■ 

make it on there. — C/rr/s 




Panchos bombs his way to a 
quick and brutal victory. 


When Doc releases his magic energy 
attack— people listen! 


Known for his crystalline attacks. 
Keel's magic gives him the power to 
size s 


Zoma's explosive magic 
staff attack pretty much 
speaks for itself. 


Believe it or not, this is Kain 
Blade taking 
Pet advantage of his 
jy, ; magical powers with 
■Ph * a fiery attack. 


GluZE 


GAMEPLAY 
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I don't like rap, so I don't 
know what 'Bust-A-Move' 
means, but if a cute little 
dragon told me to, I might do 
it anyway — Chris Charla 


T he original Bust-A-Move was one of 

the most addictive puzzle games since /rajj 
Fefr/s, and also marked a first in the j 
arcade as the only non-SNK Neo-Geo game. pc. : p : . . . > 
The cutesy Japanese art and cloying sound BmP 1 
effects and music only enhanced its appeal to \ ; 

most gamers. ’ 

In both versions, you are presented B WW BWt 

with a well of colored gems hanging from the i ' ; p ; L - 

ceiling. You control a dragon with a special 
gem shooting gun, and shoot gems upwards, r J " 
either directly or by bouncing them off the r c 

walls. When you match three or more gems of wk . ' t 

the same color, they — and any gems attached 
below them — drop, and you get points. When all 
the gems are gone, the level is cleared. You die if the gems reach 
all the way to the bottom of the well. 

Bust-A-Move 2 is fundamentally the exact same game, with 
a couple of key differences. First, the well size can now be much 
wider, which gave the designers greater leeway in creating each 
level. Don't worry — in most levels there is still a 'right' way to 
clear it quickly — it's just that there are a lot more gems around. 
Second, you now choose your path through the game's levels 
instead of just proceeding linearly from A to B to C, etc.There are 
new backgrounds and music, too. 

The most fun, though, is still in the VS mode (you can play 
the computer or a friend). Like most new puzzle games (Baku 
Baku, Tetris Attack), the competitive mode allows you to send 
gems to your competitor's well when you complete a good move, 
messing them up. 

Overall, if you didn’t like the gameplay of the first game, 
you'll want to stay away from this. If, on the other hand, you 
couldn't get enough of the original Bust-A-Move, buy this. If any- 
thing, it’s an improvement on the original, although not all that 
much has changed. GP 


When the dragon turns the 
wheel, there is a nice 
ratcheting sound ... 


Despite the fact 
that you have 
unlimited 
continues, it will 
still take you a 
long time to solve 
this one. 


The two player game is 
where the real replay value 
comes in. 


PLAYSTATION 


review 


KIPS TP 'PLUS 


GENRE /puzzle 
PLAYERS /lor 2 
PUBLISHER / Acclaim 
DEVELOPER /Taito 
AVAILABLE / now 
PRICE /S45-S0 


GRAPHICS 


O Very cute characters, 
nice choice of colors. 

O Not everyone is into 
the cutesy look. 


MUSIC & SOUND FX 


O If anything, the music 
and sounds are even cuter 
than the graphics. 

The songs stay in your 
head hours after playing. 


INNOVATION 


O The new playing size is 
really cool. 

Other than that, it's 


GAMEPLAY 


EXCELLENT 
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basically the same game as 
the first. 


O One of the most addictive 
puzzle games ever. 

0 Show it to your girlfriend 
— it has a lot of appeal for 
women as well as men. 




0 You'll be playing this for- 
ever to solve it. 

O You'll be playing it months 
after you solve it, too. 










<t> 'V 


review 


SATURN 



rot ft i 
at or. Arc; 


gunGriffon 



GENRE / action 
PLAYERS / 1 
PUBUSHER / Sega 
DEVELOPER /Game Arts 
AVAILABLE / now 
PRICE / S59.99 


Any game that's got 
large groups of huge, 
armored things blowing 
each other up is alright 
by me — Jeff Lundrigan 



K razylvanani Metal Jacketha\ie come and gone for 
PlayStation, and I can’t say they put much of a dent in 
the ‘Mech subgenre — especially Metal Jacket, a total 
piece of crap which Japan had to put up with while the rest of 
the world was spared. With that Kind of competition, Gun 
Griffon didn’t have to be anything special to climb to the top of 
the heap, but surprise, surprise, it’s actuaily pretty good. Not 
great, not Ultimate, but pretty good. 

Set in the Year 2075, when the world is in constant war 
over the short supply of resources that are left, Gun Griffon 
puts you in the cockpit of the latest AWGS ’mech, the HIGH- 
MAC (AWGS, by the way, stands for Armored Walking Gun 
System — gotta love those Japenglish acronyms). The game 
takes place during a conflict between the Eurasian forces, 
assisted by the US, which is where you come in, and the 
armies of the APC (Asian Pacific Union, who I’m pretty sure 
were the good guys in the Japanese version). 

One thing you can’t complain about in this game is a 
lack of variety — the eight missions take place over vastly dif- 
ferent terrain, under a number of different weather conditions, 
and one or two are even in the dark. There’s also plenty of dif- 
ferent mission types, from simple search and destroy to 
protecting a friendly structure or forces. The controls are a little 
tricky, but you can customize them in a number of ways, and 
your AWGS is extremely responsive. There’s enough pyrotech- 
nics on display to please even the most jaded action fan, 
there’s very little pop-in, and nearly every polygon is rock solid. 

So what’s not to like? it’s tough to put my finger on. The 
relatively small number of missions kind of bugs me — you 
could probably beat it over a weekend if you tried. The overall 
level of challenge is pretty steep once you get past the first two 
missions, and while this would generally count as a plus, play- 
ing the same mission over and over just wears you down. Also, 
in lieu of actually giving your enemies a coherent strategy, 


No two missions are 
alike. You've got to 
battle through rain, 
fog, the dark — and 
with your back 
against the Great 
Wall of China? 


For once in a game, 
you're not alone. There 
are other friendly forces 
on the battlefield — 
they're slow, stupid, and 
vastly under-armed, but 
they try hard. 


Get used to seeing the 
'Game Over' 
message (which is a 
little nonsensical, 
since you can 
immediately replay 
the mission). You've 
got to hammer at 
most missions a lot 
before beating them. 

some missions just send wave after wave of bad guys at you. 

Nevertheless, I had fun with Gun Griffon, and it easily 
beats either ‘mech game the PlayStation has to offer. Also, 
while I’m not exactly pining for it, when Gun Griffon II comes 
around, I’ll happily play it, too. Check it out. GP 


#§8111 


The HIGH-MAC AWGS 
comes equipped with 
a bunch of different 
weapons, and they 
nearly all make really 
cool explosions. 
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GRAPHICS 


O Solid polygons, inter- 
esting enemy designs. 
O Everything blows up 
real good. 


MUSIC & SOUND FX 


O The background music 
is exciting and almost 
never annoying. 

O The battlefield sound 
FX are intense, too. 


INNOVATION 


0 Only the third mech 
game for a console. 

Still haven't seen a 
console mech game get it 
100% right. 


GAMEPLAY 


O Fast, responsive, and 
pretty tense. 

Also repetitive and just 
a little frustrating. 


REPLAY VALUE 


O A wide variety of mission 
areas keeps you interested. 

There's just not enough of 
the dam things. 





PLAYSTATION 


review 



GENRE / atr combat 
PLAYERS / 1 (2 with link cable! 
PUBLISHER / Sony 
DEVELOPER /Asmik 
AVAILABLE /now 
PRICE / S 54.00 


The pilots who fly air 
combat are usually th 
'best and brightest 7 . 
And then... there's, uh 
me... —Bill Donohue 


F or a really long time now, I’ve been waiting for a 
true flight sim/air combat game to make its fast and 
deadly way to the PlayStation. When Air Combat 
came along, I just had to get the game, strap in, and, 
hopefully, kick some enemy butt. While the game was 
pretty good, it just didn’t have the right ‘feel’, and so my 
search went on. 

Along comes Bogey Dead 6 (BD6), with its snazzy 
invitation to ‘dance in the sky’. Well, I went to the dance 
and, while I had a real good time, I still gotta say that I 
went home alone. 

This isn’t to say that BD6 isn’t a good game — it’s 
a very good game. The graphics are clean and sharp, the 
explosions are satisfyingly crunchy and the missions are 
varied and exciting. So what, you may ask, is the prob- 
lem? What’s the darn problem?!? 

Unfortunately, there are more than just one. For 


starters, there’s a real problem with speed, or should I 
say, the lack of it. I never got that ‘boomin’ and zoomin’’ 
feeling. The game is especially slow on any of the vertical 
commands. When I pull an Immelman, I expect to feel the 
fighter scream up into the sky. In BD6, it felt like I needed 
to get out and push the damn thing. Sometimes it seemed 
to take days to get to the target. 

The developers also give you the opportunity to 
turn off the annoying, generic rock soundtrack. It’s too bad 
they didn’t give you the same option with your chicken- 
guano RIO. After the first few minutes of this guy 
screaming ‘Look out! Missile on your tail!’ every 30 sec- 
onds, I just wanted to turn around and fill him full of lead! 
It’s also kinda interesting that this guy goes along with you 
on every flight, even when you’re in a single-seat fighter. 

And then there’s the ‘missile eye-view’ camera. 
Evidently, this camera flies along, all by itself, just ahead 


of your plane, so you can 
see yourself in action. 

Yeah... right... Who 
thought this up and 
what were they think- 
ing? This ‘feature’ 
pretty much destroyed 
any realism the game 
had built up. 

Still, I had a real 
good time with BD6. 

There’s nothing like getting 
the draw on a MIG 29 and 
waxing his tail big time! So, until 
the Department of Defense is willing 
to give me that F-14 1 asked for last 
Christmas, I’ll get my kicks with Bogey Dead 6! GP 




could want is included. Too bad they got some of ‘em rated wrong... 


F-14D — Why did they rate the F-14 so low? In real 
life, this bird rocks!!! 


F4E — This Viet Nam-era fighter is rated the lowest. 



F-15E — This a basically a land version of the F-14D. 



F-16C — The Falcon rules the unfriendly skies! 


FA-18A — This bird has excellent fighter and ground 
attack capabilities. 


F-22 — Fly this kick-ass prototype before the Air 
Force does! 
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review PLAYSTATION 



You can 
get up 
close and 
personal 
with your 
enemies! 










sweet 




A SECOND 

OPINION 

While I’m not the avid flight sim fan that Bill is, I can 
certainly appreciate his criticisms concerning speed, and 
the annoying co-pilot voice that simply will not stop 
nagging at you about enemies here and dangers there. 
However, not being a die-hard flight sim fan has numbed 
me to some of the finer points that Bill has made about the 
game. For example, as far as the mystery camera that 
floats out in front of the plane — 
hey. it’s a videogame. I'm all for 
unrealistic options such as that. I m 
mean, it’s not like you have to | 
use it or anything. All in all, I I 
think Bogey Dead 6 is one for A 

the positive column of 
PlayStation games, even if there 
are some quirks. — Patrick 


INNOVATION 


GAMEPLAY 


REPLAY VALUE 


O It's pretty dam good... 

...but this kind of thing 
has been done before. 


This is definitely a target rich environment! 


MM3 : 333 
CUF : C IE 


333 MElf 
CUJFU 


These guys 
are just 
breathing 
wasted air.. 
Seeya! 


GRAPHICS 


MUSIC & SOUND FX 


0 Good explosions, and 
you can turn off the 
generic rock music... 

...but not that coward 
in the back seat! 


O Great looking planes 
and targets. 

Crash scenes look 
kinda hokey, though. 


O Lots of varied missions, 
with increasing difficulty. 

Lack of speed and that 
annoying weasel in the 
back seat might make you 
think twice. 


0 Stuff blows up really, 
really good! 

Sometimes it seems to 
take quite a while to get to 
a target. 


VERY GOOD 
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Sega For Saturn 


■he uncontested champion of last year’s baseball wars is coming back for 
another round. This time, all 28 stadiums are going to be rendered and some 
more simulation features are going to be added. All that Sega had at the show 
was the home run derby. The game looked just like the first one 
(which is a good thing) and felt real nice as well. Since this 
— was my favorite baseball game last year, I’m looking 
forward to getting my hands on a version of this one. 
). : 3 '3'‘G^k Now if Sega could get someone to make a football 
' y Jk game and a decent basketball game, I could clear 


r Hard to tell much of anything from the 
homerun derby, but the game looked and 
felt real similar to last year's version. 


PlayStation 


Crystal Dynamics For Sa 


[or the longest time, all I've seen of 3D baseball were Silicon Graphics images, but at 
|e 3 , Crystal Dynamics fin ally unveiled its much-anticipated baseball game. And to my 
game looked incredible. It’s still real early and only the 

There are only four 

fictional stadiums, but flB -A; 

H you can see, they are . i' jvv 

easily the best in a done in great detail, n A ,3.J ; -cf . , : ' 

baseball game yet. The players all have their real batting ' 

stances and swings. When Jose Canseco steps up to the plate, you know who he is right ; 
away. Crystal Dynamics did manage to get the player's license. Put without a MLB or any 
real stadiums (only tour altogether), it’s a step behind the competition. Granted, the stadi- 
ums that are in the game look incredible with tons ^ J 

of detail. The game played smooth, although many 
VrfA" vs gameplay elements hadn't been implemented in 

I the early preview version. - 

C' i I I had basically written off 3D Baseball two ' ■ _ 

r , ] months ago. but -.vnat i saw at the snow gives me 3 ( ' , ,V . G:j. 

' j •re.vec tope that 3D Sasete- -ea y court oe r. 

I the pennant race. Other highlights of the game 

jci’Jm.i.., r j were ice amaz r g , r ea tortures lc ,r un forms and r •= 

I the bat, and some more great motion-captures of - • 

■mI 

.f-' : I one — if could Pea bit of a surprise. 


pidydDIc, DUI ine 


T his year's E 3 was undoubtedly the 
best show ever, with Nintendo. 

Sony, and'Sega all facing off head- 
to-rendered head. This was also the 
strongest show for sports games ever, with 
all the upstart sports game developers and 
juiblishers showing their wares, not to 
mention a ’resurgence by EA Sports which 
should scare some of the competition. EA’s 
32-bit products have not been lip to snuff, 
•but this time around EA is putting its best 
foot forward. 

The strongest sports system is def- 
initely the PlayStation, which is getting full 
support from every third-party developer 
along with its in-house titles. The Saturn 
did get some good news with NHL Power 
Play . World Wide Soccer II. MVP Baseball 
and 3D Baseball making strong showings. 
With all the hoopla regarding the official 
launch of Nintendo 64. it was hard not to 
notice that EA and Interplay both signed on 
to the dream team with full intentions of 
making some serious 64-bit sports games. 
But in my mind, E 3 was just another huge 
victory for Sony and its PlayStation sports 
line-up. 

With all the new emphasis on 
sports games, the show had more sports 
celebs than ever before. I even got to have 
some dinner and chat with Kevin Greene 
(the insane LB of the Panthers). This 
month, I'm going to give you a glimpse of 
all the sports games at the show, as well 
.as some hard-hitting reviews on Triple Play 
‘97 and NBA Action. Take 
this time to take a deep /\ 
breath, because the in / y)/1 i 

next several months ^ I y I.J 

we're going to see a /it I J 
frenzy of sports games III I Jv 
unlike any seen before. I U j / 
can hardly wait. • I 


, Joss .Canseco at the 
' plate is an easy bat-' 
'ft ting stance to spot — 
even the wiggling 
bat is done right. 


CANSfCO 


There isn’t much to the hitting or pitching, but 
if Crystal can tune the game a bit more, it's 
going to be a great product. 


You may have noticed that 
Kevin Greene chopped off his 
hair. If he hadn't scratched on 
the 8-ball, I'd have been the 
one with the buzz cut. 





F>.v-. S "P 
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Data East For PtayStation/Satum 


The players look great from far away I 
and dose-up, but the developers are I 
still trying to find a way to get the cam- 1 
era in closer more often. 


D ata East’s booth was basically a show- 
case for MVP Baseball. The game is 
still real early, so playing it wasn’t 
really an option. According to the developers, 
all the animation, graphics, and gameplay are 
done now. All that’s left is to squeeze it all onto the PlayStation and Saturn. 

This is definitely the darkhorse for baseball game of the year, and I’m expecting noth- 
ing but great things out of the developers at Blue Sky. More on this title next month. 


EA For PlayStation 


If you remember the screens from last 
year's attempt, then you'll notice some 
serious differences. Numbers on the 
players are definitely a nice touch. 


Great looking front end 
screens are only nice if the 
game lives up to them, and 
this time around Madden is 
heading in the right direction. 


T he biggest 
name (and 
waistline) in 
sports videogames is 
easily Madden and, 
after last year's effort 
was cancelled, EA reassigned the 
project to the development team, 

Tiburon. Behind closed doors at 
EA’s booth, I got a chance to 
catch a glimpse of the new 

Madden and I must say I was impressed. The game is still real early, but 
it already blows away the trash EA nearly released last year. 

Madden ‘97 was easily the talk of the show as far as sports 
games are concerned and almost all of the response was good. The 
players are now smaller, but they look more like football players and 
move real smooth. The emphasis has been placed 
on gameplay this year, rather than FMV and ■ 

audio tricks. The game is still going to feature 
FMV and Pat Sumerall play-by-play, but it was 
nice to see that they aren't even going to start 
implementing that fluff until the game is right. 

This year’s Madden is going to have a much 
improved control over the defense. The devel- 
opers remembered the defense of the earlier 
Maddens setting it apart from some of the 
staler new versions, so much time has been 
spent tuning the defensive Al. Tipping passes, 
rushing the passer, and plugging the hole on 
the run have all become integral parts of the 
game. Don’t worry, the developers are spend- 
ing plenty of time on the offense with an even 
bigger playbook. EA hopes its product will out- 
shine competition like Gameday because of a 
much improved passing system and the focus 
on 

As per usual, Madden '97 includes all the 

players, teams, stats, and features you would ever want. The most impressive new feature is 
the way the game flashes stats on the screen. For example, as Brett Favre heads to the line of 
scrimmage, a well presented box shows you what he’s done for the day. It’s little touches, like 
the updated stats, that really set EA’s products apart. If the game continues to go on as it has 
so far, then Madden could be ready to take back the Lombardi trophy from Gameday. 


The Saturn version isn't 
coming along as fast as the 
PlayStation, but we did 
manage to get these two 
shots. Doesn't look near as 
good, but it is behind 
in development. 


I long for the time when Madden was synonymous wrth 
ying up all night just to get through a season. This 
could be the first Madden I've felt that way about since '93. 
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GRAPHICS 


MUSIC & SOUND 


INNOVATION 


GAMIEPLAY 


REPLAY VALUE 


System: PlayStation • Publisher: EA 
Developer: EA Canada • now available • $55 


M 


One awesome touch is the slicing line 
drive — simply incredible. 


Fenway, Camden Yards, Yankee w 
Stadium, Wrigley Field, Tiger 
Stadium, and even the Astrodome 
are perfectly rendered in 3D, along 
with the other 22 ballparks. 
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That's funny! When I played baseball with Derek Jeter in 
High School, he was white! One of the few mistakes in 
Triple Play, but still a mistake. 


D uring EA's long line 
of sports gaming 
dominance, base- 
ball is the only sport it 
hasn’t captured. Last year’s 
7/jpfeP/ayforthe Genesis 
was its best effort yet, but 
it still wasn't strong enough 
to outdo World Series '95 
by Sega. This year, EA 
hopes to change all that 
and, from what I've seen, 
this could be the year. 

Triple Play ‘97 is 
the best looking baseball 
game I’ve seen so far. With 
nine other baseball titles 
coming to the PlayStation, 

TP is a step ahead with 
graphics that have not 
been matched. Every major league park is recreated in such amazing 
3D detail that you can almost smell the hot dogs. Everything from the 
signs on the fences to the location of the scoreboard and even the 
buildings in the background are right on the money. The players are 
rendered sprites, complete with jersey numbers on their backs. The 
players aren’t as nice as some games, but really meld well with the 3D 
stadiums, thanks to some beautiful shadows. I played this game on a 
Sunday night and turned back to watch Sunday Night Baseball on 
ESPN. Both games (TP and reality), were being played in Camden Yards 
and it wasn’t easy to pick out which game was reality. However, TP 
isn’t just a visual treat — the sound effects and play-by-play are 
smooth and a big jump from many other games. The announcer is right 
on the money, with nearly every call announcing things like, 'Ripken is 
one for three on the night. In the second, he drove in a pair of runs on 
an RBI double'. Amazing attention to detail and the fluidity of the voice 
make the announcer a part of the game rather than a distraction. 

In true EA tradition, Triple Play isn’t just flashy, it's loaded with 
all the quality gameplay and simulation features you’ve come to expect 
from an EA product. The MLB, MLBPA, and Stats Inc. licenses insure 
that all the players, teams, and stadiums in baseball are present and 
accurately depicted. The season mode is done the right way. You can 
choose one to six teams to lead through the rigors of a Major League 
season. There’s no painful checking off each game — the computer 
simulates every game automatically, until one of the player-controlled 
teams is supposed to play. The statistical package is complete and pre- 
sented in a sharp, easy to use manner. For example, each time a batter 
comes to the plate, his current average, HR’s, and RBI's are flashed on 
the screen very similar to what you’d see on TV. The players also go 
through hot and cold streaks as the season moves on, adding a great 
deal of strategy to the game. As a simulation, there really isn’t another 
baseball game as enjoyable as TP. 

Triple Play’s got all the trimmings, but how does it play? As an 
arcade game, Triple Play can’t match up to the total control in Bottom 
Of The Ninth, but there’s still plenty of arcade-style action. The batting 
puts you in total control of real life players (probably more control then 
they have), allowing you to hit the ball where you want and whether it’s 
on the ground or in the air. By opening and closing the player’s stances, 
you set them up to hit to right, center, or left. Then, as you hit the ball, 
pressing up gives a better chance of a fly ball and down gives a better 


chance of a grounder. On top of that, you can 
choose an aggressive swing for more power, or 
a more compact swing for better control. On the 
mound, you don’t get as much control. You 
have a choice of fastball, changeup, curveball, 
screwball, forkball, slider, and knuckler. Most 
pitchers are only good at a couple pitches, so 
the key is to find what their best pitch is, then 
stick with those. Aiming the ball is done by 
touch, but the lack of an up or down option 
really limits what a pitcher can do. Once the ball 
is put into play, the fielding is done in a pretty 
traditional manner. A cursor shows up letting 
you know where the fly balls are going to land. 
The one new twist is that the fielders have 
speed bursts to help them chase down fly balls. 
All the fielding is done reasonably well, but the 
players are real small, which can make judging 
where they are in relation to the ball real diffi- 
cult. One great feature is the eight player option. 
With two multi-taps, several controllers, and several friends, Triple Play 
can be a great party game. 

The slicing ball down the foul line, the perfectly executed hit and 
run, and the lights of a 
night game in Yankee 
Stadium are all in Triple 
Play‘97 and that’s why 
it's the early favorite for 
best baseball simulation. 

The arcade play of 
Bottom Of The Ninth is 
still the best, but for the 
complete package you 
can’t go wrong with 
Triple Play. Next month I 
should be able to give 
you the lowdown on 
Sony’s MLB Pennant 
Race and put all the 
baseball games up head- 
to-head. 


A wide variety of 
views give you a 
chance to see the 
game from nearly 
every angle, but the 
automatic camera 

bes/vlew for fielding. 


The presentation is 
awesome, from the 
way the stats flash 
on screen, to the 
between innings 
score update, and, 
more importantly, 
there are no 
loading times. 







GRAPHICS 


MUSIC & SOUND 


reviews 


One serious 
announcer flaw 
occurred when 
Luc Longley 
slammed home 
this dunk and 
Marv Albert said, 
"Yes, the man 


Where's the ball? Where am I? What 
the hell is going on? Some muddled 
graphics cause confusion and look 
real bad as well. 


Maybe another four months would've 
allowed the developers a chance to put 
all the pieces into place, but as the 
game stands it just doesn't cut it. 
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INNOVATION 


GAMEPLAY 
REPLAY VALUE 


The ability to 
post up Roster 
Guard (Jordan), 
turn and fade- 
away is 
awesome and 
one of the few 
bright spots in 
NBA Action. 


System: Saturn • Publisher: Sega 
Developer: Gray Matter * now available • $55 


S aturn owners have been 
suffering for way too 
long without a decent 
football, basketball, or hockey 
game. Virgin’s Power Play 
takes care of the hockey 
problem, but can NBA Action 
take care of the basketball 
dilemna? The 16-bit versions 
of NBA Action had their share 
of flaws and unfortunately, so 
does this version. 

Despite some serious 
graphical and gameplay let 
downs, NBA Action is one of 
the most revolutionary bas- 
ketball games to date. The 
developers obviously put a lot 
of thought into how to create 
a basketball game that really 
gives the player control. 
Fade-aways, hooks, leaners, 
drawing a charge, and 
reverse lay-ups have been in 
other basketball games 
before — the difference is 
that, in NBA Action, you make 
it happen. Rather than hoping 
the computer will make your 
player shoot a fade-away, you 
have a button that allows you 
to fade. This total control is 
definitely the saving grace of 
NBA Action. Without these 
features, NBA Action would 
simply be another poor 
basketball game. 

I really wanted to like 
NBA Action, but every time I 
started to warm to the game, 


something else would put me off. The first thing you notice is that the 
game is very ugly — the colors and textures are ‘dirty looking’ and 
the polygon players can’t compete with those in Shoot Out or In The 
Zone. The music is decent, but the sound effects are average at best 
and the commentary of Marv Albert is occasionally entertaining, but 
usually annoying. If NBA Action were only lacking in the aesthetics 
department then it could still be a good game. Unfortunately, NBA 
Action also has problems with gameplay. The first problem is that in 
an eight minute per quarter game (4 minutes shorter than the actual 
NBA), the scores usually winds up something like 178-175. There are 
offensive plays, defensive plays, and match-up strategies, but none of 
them really seem to matter, since driving to the hole and dunking is 
anything but challenging. The real challenge in a two-player game is 
who can hit more 3-pointers, because that’s who’ll win. Much like 
Grey Matter’s NHL Ail-Star Hockey, there are a plethora of views, but ^ 
once again, there isn’t one view that works real well. The default view 
is playable, but coupled with the muddled graphics it can be real hard 
to tell what’s going on. 

In the basketball genre, videogames have been in a bit of a rut, 
with nothing really new except for some flashy graphics. That’s why I 
give Gray Matter high marks for trying some new things in NBA Action. 

It’s just too bad that the innovations couldn’t have been used to make 
a better game. NBA Action is the only basketball game on the Saturn 
with real players and complete stat-tracking, but I’d still rather play mw 
Genesis version of NBA Live ‘96. However, I do have some hope for 
next year’s version of NBA Action. 


There are some 
nice dunk anima- 
tions, but the 
camera never 
draws you in 
close enough to 
make an 
I impad 

Ma 











EA For PlayStation 

B ehind those same EA closed doors, I also got a chance to look at the 32-bit version of the best 
hockey series ever. Since last year’s PlayStation NHL '96 was cancelled, quite a bit has hap- 
pened in the hockey world. The Red Wings have choked twice and Powerplay ‘96 became the 
best hockey game around. 

EA knew it couldn't just come in with a so-so upgrade from its classic Genesis game, so NHL 
'97 had to he reborn. The first and most notable difference is that EA is using polygon players for the 


first time in a console sports game. While companies like Konami and Sony have been pushing poly- 
gons to the forefront, EA has continued on with its classic sprites. This time around, EA finally gave in 
and made a polygonal hockey game. The polygons are much smoother than we’ve seen in other 
games, hut still look a little weird. 

I saw and played a 30% version and it felt pretty good. There were some lags in control, but 
that’s to be expected from such an early version. The question remains whether NHL ‘97 is just going 



to be NHL ‘96 with polygon players or will it make the jump in 
gameplay that Virgin did with Powerplay '96. So far, it plays 
just like NHL '96, which is by no means a bad thing, but with 
the steps forward Powerplay took, there really isn’t any time 
for EA to look back. I’m looking forward to getting more time 
with this game, and since I’ve played more games in the NHL 
series than any game ever, I’m definitely interested in how 
NHL '97 will turn out. Look for a follow-up feature on this 
game in a future issue. 


Some real nice texture-maps of the uniforms and 
some smooth polygons give NHL ‘97 a decidedly 
different look. 


If the gameplay elements can be upgraded like the graphics, then EA could get 
back into the game. 


Williams For Nintendo 64 


N intendo has never been known as a sports system. The Super NES was a better system than 
the Genesis in nearly every facet, with the exception of sports games. It’s not that the Nintendo 
64 isn’t capable of great sports games, it’s just that Nintendo has never put much stock in the 
sports genre. Maybe this time around, Nintendo has learned. The first sports game to appear on the 
64 is Gretzky 64 from Williams. The Great One has had several unsuccessful hockey titles in the past, 
but with the raw power of the 64, it’s hard not to get excited about this game. 

The game is still real early and at the show you could only play three-on-three (although five- 
on-five is planned). At first glance, the game doesn't look like much, but playing it is actually quite 
fun. I don’t expect Gretzky 64 to reinvent the hockey game, but perhaps it’ll open the gates for some 
other sports games on the 64. Let’s hope. 


The game was only 
three-on-three, but the 
play was fast and furious. 


These early shots of Gretzky 64 show some 
decent looking players, but the animation was 
still a bit choppy. 


I ' J 

SBPOTBTG 

;STm<C-TR 

KTfttJE 

ZKY 

Brett* 

HULL 



f 1 / '«L ^ , 

82 GAME PLAYERS August loM 


i __ 3 

X 





Sony For PlayStation 

A fter the enormous success of Gameday it is no surprise that Sony would tweak the same 
engine for a college game. What is a bit of a surprise is how well it’s done. All the division one 
teams, new playbooks, and gameplay that is even better than Gameday are here. This could 
very well be the ultimate college football game, if it continues along at this pace. 

Looking at Gamebreaker also gives us a little hint as of what to expect from Gameday '97. 
And if Gamebreaker is really any indication, then it's going to be a glorious year for gridiron fans. 




& f* 


It may look just 
like Gameday, 
but the play is 
even tighter. 


The inclusion of 
over 100 college 
teams ensures 
that nearly 
everyone's 
favorite team is 
in the game. 
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The stadiums are all here and they look real nice, but don't have near the detail of 
Triple Play. 


Sony Interactive For PlayStation 

S ony’s major sports product at E 3 was definitely MLB Pennant Pace. The reaction of those who 
got a chance to play it wasn’t all that positive, but the game is still far from finished. The only 
part of Pennant Pace that appeared to be finished were the interface screens and they looked 
real nice. The play is still real choppy, but the developers in San Diego assured me that they were 
going to create the same quality of game that they did with Gameday and Face-Off. With their impres- 
sive track record, I tend to believe them. 

There’s no doubt MLB has all the makings of a great baseball game. All the players, stadiums, 
options, and stats are in place. MLB definitely borrows heavily from World Series for the Genesis in 
terms of gameplay, but if you’re going to copy a game, it is wise to copy the best (and most people 

still find MSB to be the best baseball 
game ever). The graphics are sharp, but 
don’t yet have the detail and realistic 
look of Triple Play. That’s the last of my 
Triple Play vs. MLB comparisons until I 
get a finished version of MLB. After all, 
comparing a preview copy to a review 
copy is kind of like comparing apples 
and oranges. 

All you really need to 
know is that the game was still real 
early as of press time. Next month, I’ll 
give no holds-barred review and com- 
parison, so that you’ll know where your 
gaming dollar is best spent. 

None of the play elements 
were in place at the show, 
but these screens at least 
give you an idea of what the 
game is going to look like. 










Konami For PlayStation 


K onami’s booth featured Playboy centerfolds, scantily clad women, and, oh by the 
way, some new sports games. Full Contact was scheduled to make it out by last 
season, but after numerous delays, it was finally canned. It’s back again for this 
season and looks to be pretty far along. The players are real pixelly and the graphics 
don’t compare well with the competition, but the key to Konami’s sports series thus far 
has been some real solid gameplay. If the gameplay holds up to the standards of 
Bottom Of The Ninth, then I’ll be mighty impressed. 

Not the prettiest of football games, but if it plays real tight, that 
doesn't matter as much. 
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Taking the 
ball In the 
comer, 
lofting up 
a cross, 
and head- 
ing toward 

the net is done better than in any other soccer game. 


Sega For Saturn 


Every little 
piece of 
foot work is 
perfectly 
captured. 


W ell, Worldwide Soccer came out as the Saturn launched and, while it wasn’t the prettiest 
soccer game, it was a fun little game. WWSH is such an improvement over the original 
that they should have called it Worldwide Soccer V. The version I’ve been playing is only 
about 80% and it’s in Japanese, but it’s still the best soccer game I’ve ever played. The players 
look and act more realistic than in any sports game, and the play is so tight and easy to control 
that even those who aren’t soccer fans will appreciate this game. 

For the first time in a soccer game, the footwork has been captured beautifully. No 
longer does the ball magically stay stuck to the end of your player's foot. Now the players kick 


the ball from foot to foot, back-heel passes, bicycle kick, and perform the most amazing 
headers you’ll ever see. I could go 
on about this game forever, but 
I’ll wait until next month when I 
get an American version in. Be 
warned, soccer fans, IWSffis 
going to be a game you must 
have in your library. 


Just check out some more of these 
motions. They're great to watch and 
easy to control. 


Even the back heel pass is done bautffulty. 











Addidas Power 
Play Soccer 

PsygnosisFor PlayStation 


PGA Tour ‘97 

EA For PlayStation 


NCAA Football 
Saturday Showdown 

Mindscape For PlayStation 


Other games that were also on display at E 3 are shown below. When I get more on these titles, I'll be the first let you know what they’re like. 


Dream 18 

Mindscape For PlayStation 


Quarterback Club ‘97 

Acclaim For PlayStation/Satum 


Frank Thomas ‘Big 
Hurt* Baseball 

Acclaim For PlayStation/Satum 


Aaron vs. Ruth All 
Time Superstars 
Baseball 

Mindscape For PlayStation 


NCAA Basketball Final 
Four ‘97 

Mindscape For PlayStation 


Main Menu 


Superstar Bio's 
Home Run Derby 


Options 

tuit 
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ROUND-UP 


reviews 



Ricky Dotson, of Alkol, M/1/ knew 
that the earliest use of the name 
'Rootentooten' was in a Three 
Stooges movie. Ricky wins the T 
Know That Name' contest, and its 
wonderful prizes: the famous 
clear briefcase and the Red Fish, 
as seen in the Subscriber's 
Newsletter (oh, and a game, too)! 




Bladeforce 

STUDIO 3D0 FOR 3D0 

Review, 8#1 2 ■ J W 



Loaded 

INTERPLAY FOR 
PLAYSTATION 

Review, 9#1 



Battle Arena Toshinden Remix 

Cyberdulo 


Sega for Saturn; review, 9#6 

Panasonic for 3D0; review, 9#5 


This version of the astounding fighting game does have a few draw- 
backs. The graphics suffer from heavy pixelation at times and the 
sound effects aren’t really all that convincing. The game does have 

While this game does have a sense of humor that will keep you 
amused for about five minutes, the control is really loose and the 
graphics are far from being on the cutting edge. If you like plungers 


one new character named Cupido. 

and bathroom humor, then this is for you. 


Overall 81% 

Overall b3% 

Alien Trilogy 

Center Ring Boxing 

Cyberia 

Acclaim for Playstation: review. 9#5 

JVC for Saturn; review, 9#3 

Interplay for PlayStation; review. 9#3 

This is Acclaim’s first entry into the 3D genre. Bow’d 
they do? Pretty darn good! The game has a great Byl 

camera swing, that makes it look like you’re really KsMjf 

there. ALIENS RIPPED MY FLESH! (Oops... ) 

While this type of game isn’t as popular as fighting games, boxing 
games do have their fans. This game allows you to customize and 
train your boxer and then turn him loose in the ring, where he will 
probably suffer some kind of brain damage! it’s a good game. 

This graphic adventure is a kind of transition point between what 
this type of game was and what they can be someday! While the 
graphics are really sweet, having to follow a linear storyline kinda 
sucks. Someday, these games will rock! This one iust kinda rolls. 

Overall Ql% 

Overall 79% 

Overall 70% 

• Alone In The Dark 


D 

T*HQ for Saturn; review, 9#7 


Acclaim for Saturn; review. 9#3 

While this is actually Alone In The Dark 2, consider it the first, since 
the original never came out for Saturn. However, if you compare 
this with Resident Evil, this game begins to show its age. While the 
graphics may be new, the game isn’t. 

You guys were right on with your 

Rpvnliifinn X rpuipwl It rpallv quilIcrI 

This version of the ever-popular scary game has been ‘improved’. 
What that means is that they’ve tried to fix some of the problems 
inherent in the 3D0 version, and pretty much failed at it. It's still a 
really scary game, though it’s just a bit slow! 

Overall 79% 


Overall 79% 

• Arcade Classics 

The graphics suck. The music 

Darius Gaiden 

Sega for Genesis; review, 9#7 

sucks! 1 would have given it 2% ! 

Acclaim for Saturn; review, 9#4 

Probably the best point one could make for this game is that when 
you want to play it, you don’t have to shove a quarter into your 
Genesis. Basically, this is a tragic attempt to cash in on the current 
retro craze. Shine this one... 

— Matt Beall, 
San Bernardino, CA 

This is a totally uninventive 2D shooter. If it weren’t for the fact that 
you get to pick which level you get to play next, and those really 
big, fish-like bosses, this game would be a total loss. If you like 1 6- 
bit-style shooters on your 32-bit system, go for it, otherwise... 

Overall 32% 


Overall 53% 

Assault Rigs 

Clockwork Knight 2 

Dark Stalkers | 

Sony Interactive for PlayStation; review, 9#3 

Sega for Saturn; review, 9#4 

Capcom for PlayStation; review. 9#3 

Hey, do you remember Tron? Well, this game is kinda like that 
movie. Drive your tank through a whole bunch of different mazes, 
shooting up the bad guys! The only bummer is that the mazes 
aren’t very interesting at first. Oh, well. This is still really cool. 

Here's an extremely well done game with only one problem: there 
are only 12 types of enemies in the whole game! Other than that, 
this disc has a lot of goodies on it, including the original Clockwork 
Knight gome. How can you lose? 

This is probably the best 2D fighter out there, but let’s face it — 
IT’S A 2D FIGHTER! In this day and age of 3D fighting games, how 
much life can be left in the old genre? Still, this is arguably the best 
2D fighter out today. It’s still worth a play... 

Overall 78% 

Overall 79% 

Overall 71% 

Attack of the Mutant Penguins 

College Slam 

Defender 2000 

Atari for Jaguar; review, 9#3 

Acclaim for Super NES; review, 9#4 

Atari for Jaguar; review, 9#3 

The premise here is simple: ALL MUTANT PENGUINS MUST DIE!!! 
Got it? Good. What makes this game fun is the many different ways 
you’ve got at your command to snuff the little rotters! Remember, 
the only good penguin is a dead penguin! This is cool! 

OK, what we got here is NBA Jam , only with college players. While 
you can enter your own names for players and edit their stats, the 
players pictures aren’t available to change, so you never quite get 
the feeling of being the actual college team. It's your call... 

With its solid gameplay, this game was once the champion of the 
arcades. Now, it's still got solid gameplay and it’s still fun as all 
hell! Along with the original game, there are two other versions with 
better graphics, but the original is still the best! 

Overall 88% 

Overall b9% 

Overall 81% 

• Bass Master Classic: Pro Edition 

Congo 

Descent 

T*HQ for Super NES; review, 9#7 

Sega for Saturn; review, 9#6 

Interplay for PlayStation; review, 9#4 

Surprise, surprise, surprise! This fishing sim is really fun to play, 
and does have its challenging moments. All this game is missing to 
make it perfect is a cold six-pack! The Mode 7 is very well done 
and the graphics are beautiful. 

What you got here is possibly the ugliest 32-bit game ever devised. 
Add to that the fact that the frame rate is poor and the controls are 
really sloppy. 1 seem to recall playing this game as a graphic 
adventure on my old Commodore 64 about ten years ago. 

If it weren't for the fact that the graphics really hadn’t been updated 
from the PC to a 32-bit console, this game might have gotten an 
ultimate award. This claustrophobic, disorienting game is really a 
hoot! The mazes will drive you crazy! Get this one! 

Overall 80% 

Overall 59% 

Overall 34% 

Battle Arena Toshinden 2 

Creature Shock 

Earthworm Jim 2 

Playmates for PlayStation; review, 9#6 

Data East for PlayStation; review, 9#5 

Playmates for Saturn; review, 9#5 

While this sequel is definitely a step in the right direction, it never 
generates quite the level of excitement that the original did. It plays 
well, but does suffer from choppy animation and occasionally slug- 
gish controls. Still well worth it, though! 

Since this game is a track-based shooter with lots of FMV sequences, 
we guess that all you'd want to say about this title is RUN AWAY! RUN 
AWAY! This game could have had some potential, but what little it 
had was destroyed by a lackluster effort. Avoid this one! 

While this game doesn’t do anything to remind the player that this 
title is on a Saturn, all of the original zany humor is still here. 1 f you 
haven’t got this one yet, then it’s definitely worth a shot, but if you 
own the 1 6-bit version already, pass it by. 

Overall 83% 

Overall 28% 

Overall 81% 
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ROUND-UP 




World Series 
Baseball 


Earthworm Tim 

PLAYMATES 

FOR GENESIS 

Review, 8#12 


Sega Rally 

SEGA FOR SATURN 

Review, 9#1 


DKC2: Biddy's 
Hong Quest 

NINTENDO FOR 
SUPER NES 

Review, 8#12 


^ * 


F-l Challenge 


Virgin for Saturn; review, 9#7 


Lufia 11: Rise Of The Sinistrals Night Warriors 


Natsume tor Super WES; review, 906 


Capcom for Saturn; review, 9#5 


This is just possibly the finest racing sim available for any system. 
You’ll need to know finesse driving, as well as when to pit for fuel 
and tires. With three actual Grand Prix tracks and three fictional 
ones, and 23 competitors per race, this is one hot game! 


Well, what do you know? Here’s a 1 6-bit RPG that could very well 
lay claim to the coveted title of the Next Great RPG. This game deliv- 
ers a huge story coupled with a true RPG point system for combat. A | 
true 32-bit RPG is really needed, but this is a great title! 


While this game is a 2D fighter, it has a lot going for it! Tons of 
fighting strategies, really responsive controls, cool new moves, 
well-developed characters and extremely smooth animation make 
this game a winner! 


Overall 87% Overall 85% Overall 82% 

Gex Magic Carpet • Olympic Soccer 


Crystal Dynamics for PlayStation; review, 9#3 


I Electronic Arts for PlayStation; review, 9#5 


U.S. Gold tor PlayStation; review, 9#7 


If you’re looking for a side-scrolling game for your PlayStation, then | 
this is it! This is a straight port-over from the 3D0, without any 
secret stuff added in. It might also help if you’re a big Dana Carvey 
fan, since he does the lizard’s voice... 


• Guardian Heroes 


Sega tor Saturn; review, 9#7 


Overall 81% 


This game is kind of like Populous with wings. Zoom over the terrain 
on your magic carpet, casting spells, building castles and just plain 
blasting the heck out of everyone you don’t like. What more do you 
need? Go get this game! 


Overall 84% 


Usually, any game with an Olympic license means hours of so-so 
gameplay and an early trip to the back of the game closet, but this 
title, with its four player option and enhanced control, actually 
turns out to be a lot of fun. 


Overall 83% 


vou THINK • Olympic Summer Games 


Any game that let’s you play as a diminutive bunny rabbit who 
kicks major butt is alright by us! With 3D gameplay and the ability 
to have up to six fighters on the screen at the same time, this title 
is one that you’ll never get tired of! You need this! 


I piacn reari rnr super wca; review, t m 


If you read the preceding review, then you're gonna know what we 
mean when we say this one is due for that early trip to the back of 
the game closet. Intense button mashing, coupled with a really 
inane awards ceremony, leaves this one lacking. 


Hang On GP 


Sega for Saturn: review, 9#3 


While there is next to no draw-in and a total of six different tracks, 
this game suffers from really blocky graphics, especially in the way 
the cycles and their drivers look. Other than that, this is a good 
addition to anyone’s Saturn library! 


You guys are bonehead! Mortal 
Kombat and 77% don’t mix. If you 

overall 8b% guys smart, I’d buy some brains and 0vERALL S7% 

change that rating. (Bill - You’d . PanZ£R dragoon ll Zwei 
better follow through with the first 
part of that plan, and quickly!) 

— Chris Price, 

Phoenix, AZ 


Sega for Saturn; review, I 


What's not to like in this fantastic sequel? Great graph- 
ics, astounding symphonic soundtrack, the evolving 
dragons, huge levels, alterable paths and the fantastic 
storyline make this title a winner!!! 


Iron Storm 


Working Designs for Saturn; review. 9#5 


Overall 81% 




Missile Command 3D 


Atari for Jaguar: review. 9#3 


PH1LOSOMA 


Sony for PlayStation; review, 9#3 


Overall 90% 


Now you can fight World War II all over again, from 
any side! This strategy game has some great anima- 
tions that, while adding graphic goodness to the game, 
slow it down somewhat. Still, this is a must! 


Most of the really cool games for the Jaguar have been re-issues of 
the old games of yesteryear and this is no exception. The really cool 
game in this package is the VR game. With its bosses and its real 3D 
look, this game has it all! 


This is a sprite-based shooter. There will be lots of tendon-damaging 
turns and thumb-bruising button mashing. Some people think this is 
fun. In fact, some people thought this was fun for years, which is 
why the designers haven’t ever changed the genre. Oh, well... 


King's Field 


Ascii Entertainment for PlayStation: review, 9#3 


Overall 95% 


Overall 83% 

Mohawk and Headphone Jack Psychic Detective 


Overall £>5% 


I Black Pearl Software for Super NES: review. 9#6 


Electronic Arts for 3DO; review, 9#3 


This game is a very entertaining mix of action and RPG! Stalk the 
dark halls in search of weapons, fantastic treasures and monsters 
galore! Unfortunately, this game also has a hard time deciding 
which type of game it wants to be... But, it's still way cool! 


I lf taking control of a little creepy-looking naked dude with a long 
green mohawk sounds like fun to you, then you’re definitely in need 
of help! Seriously though, with lots of things to explore, fast game- 
play and constantly changing gravity sources, this game rocks! 


Trent Ward said this game was about as much fun as a Love, 
American Style marathon. Actually, this game is only slightly more 
fun than a multiple root canal. You'd be better off just leaving this 
one all alone on the shelf, OK? 


Ovfrall 84% Overall 71% Overall 28% 

Krazy Ivan Museum Classics Vol 1 • Raven Protect ^ sa B 


Sony Interactive for PlayStation; review, 9#4 


I Namco for PlayStation; review, 9#4 


Mindscape for PlayStation: review, 9#6 


Who’s got complete control over a 70-ton mechanized warrior, 
loaded to the gills with all kinds of deadly weaponry? Why, Ivan 
does! AND HE’S CRAZY!!! This is a beautiful, fluid game that is just 
a bit too short, sadly. Give it a try! 


I The best part of this disc is the the fact that seven games — even if 
they're not all that great — are still better that just one game on a 
disc. Unfortunately, only four of the seven games here are worth 
coming back for. Oh well, Pac Man is still fun. 


Before you start to play this game, get yourself a bag of popcorn 
and a big Coke. You're gonna need the supplies to get through the 
I very long, poorly acted FMV intro sequence. The list of what’s 
wrong with this so-so game is kinda long. 


Overall 82% Overall 66% Overall S2% 

Lucien's Quest Need For Speed Resident Evil 


Panasonic for 3DO; review, 9#4 


I Electronic Arts for PlayStation; review, 9#5 


Vic Tokai for PlayStation: review, 9#4 


Everything about this RPG is dead average. Well, OK, the graphics 
are kinda cool and the soundtrack is full, but everything else is just j 
plain average. It only took Jeff nine hours to beat this game and he 
says he didn’t have any fun. Like we said — average. 


Overall 5-4% 


Man! This game is fun! When I borrowed it for the weekend, I 
couldn’t keep the neighbors away! With its beautiful graphics, huge 
tracks and a two player option, this title has it all for racing thrills and 
excitement! You gotta check this one out! 


Overall 84% 


Sing along, everybody! Blast those zombies in the 
head. Do-dah, do-dah! Make sure that they’re good 
and dead! Oh, do-dah day! Now, repeat after me! I 
NEED THIS GAME. I NEED THIS GAME! This rocks! 


Overall 92% 
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Virtua Fighter 2 

SEGA FOR SATURN 

Review, 9#1 



BUVW6 


Buying by mail is dead 
cheap. But to make 
mail-order as painless 
as walking into a store, 
take a few precautions 
and follow these tips... 

• First, read the ad carefully, 

including the small print. 

Check to see how long it takes 
for delivery. Mail-order compa- 
nies often take 4-6 weeks to 
fulfill orders, so make sure you 
give them that much time. 

* Check out the company. Have 
any of your friends used it 


essary, contact the Better 
Business Bureau (use the one 
located in the same city as the 
mail-order company). Better 
Business Bureaus log com- 
plaints against companies and 
can tell you the types of prob- 
lems — if any — that have 
been encountered. Look in the 
Yellow Pages for the BBB's 
telephone number. 

• Contact the company to 
check on availability. They may 
be offering MK II, but that 
doesn’t mean they're expecting 
it next week. Companies never 
get products before they're 
available in stores unless 
they’re selling foreign versions. 


giving them a call. 



merchandise is sent. And if you 
don’t receive your goods, the 
credit-card company is respon- 
sible for refunding your money 
or crediting your account. If 
you don’t have a credit card, 
use a personal check and con- 
sider mailing it by recorded 
delivery so it can be traced. 
Never send cash through the 
mail. Be wary of money orders, 
— they can be hard to trace. 

• Once you’ve ordered your 
game, relax. It’ll be sent out 
within the stated delivery time. 
DON’T call the mail-order com- 
pany every day to find out 
what’s happening. 

• Inspect your order as soon as 
it arrives. If it's incorrect or the 
product(s) is defective, file a 

' with the mail-order 
y. If it has 


contact the postal service that 
delivered it. Use recorded deliv- 
ery on any returns. 

• Some companies offer a trad- 
ing option so you can send 
them your old games for a dis- 
count on new ones. If you use 
this service be sure to use 
some form of recorded delivery. 

We can't guarantee the reliabil- 
ity of any mail-order company. If 
anything goes wrong, contact the 
mail-order company. Your contract 
is with them — we have no record 
of your dealings, so we can’t help. 
Most mail-order transactions are 
trouble-free. But if you’ve experi- 



Time Warner Interactive for PlayStation; review, 9#5 


— 

Playmates for Saturn; review, 9#3 M 



T*HQ for Genesis; review, 9#7 


Remember when you used to play with those little toy soldiers? 
Well, this is just like that, only it's more fun! You can spend hours 
blowing your friends to kingdom come! Heck, even the one-player 
game is a ton of fun! Yes!!! 


This is really weird... You’ve got a 2D, side-scrolling game, but the 
world that it takes place in is 3D! In fact, the graphics are really 
beautiful and the music and sound effects really set the mood. It 
might even be fun! Give it a shot... 


Let’s get right to the point, shall we? This game stinks on ice. 8-bit 
style graphics, annoying sound, choppy animation and poor control 
all point to the fact that this title, like Frankenstien’s monster, 
would be better off dead. This belongs dead... 


Overall 83% 


Overall 79% 


Overall 19% 


Rise 2 Resurrection 


Acclaim Entertainment for PlayStation: review. 9#6 


Solar Eclipse 


Crystal Dynamics for Saturn; review, 9#2 


Ultimate Mortal Kombat 3 


Williams for Saturn; review, 946 


OK, here’s what you can do: get yourself a couple of toasters. 
Electric can openers will do, also. Take one in your left hand and 
one in your right. Bash them together as hard as you can. You will 
now be having more fun than if you played this sorry sequel. 


While this game doesn’t exactly set off a whole bunch of bells and 
whistles, our reviewer found it interesting and challenging. In fact, 
he kept going back for more! So give this title a try! You won’t be 
disappointed at all! 


What we got here is another 2D fighter in a time when 3D fighting 
games rule the roost. While the developers have added four new 
characters, it still remains a case of ‘Who cares?’. It remains to be 
seen how well this will sell. 


Road Rash 


Electronic Arts for PlayStation; review, 9#3 


Overall 37% 


What you Think 


Overall 73% Overall 73% 

WILLIAMS ARCADE'S GREATEST hlTS 


If you’ve never played this game on any of the millions... Oh alright, 
hundreds, of systems that it’s been on before, then you should defi- 
nitely go out and get it! Otherwise, it might be a good idea to just 
pass this one by! 


I Williams for PlayStation; review, 9#6 


• Robo Pit 


T*HQ for PlayStation: review, 9#7 


You guys should have gave Tekken a 
100%. Tekken’s the coolest game 
overall 73 % ever. (Bill — ‘Should have gave’? Uh, 

are you related to Chris Price, by Wing Arms 
any chance?) 

— Drew Bunch, 

Burbank, CA 


Journey back to yesteryear, when games like Defender and Joust 
were the kings of the arcade. This classic collection also features 
Bubble, a game which no one here could even remember playing. 
Oh well. It’s a blast from the past! 


Overall 71% 


I Sega for Saturn: review, 9#2 


Build yourself a robot, include the latest in weaponry and then send 
your little tin buddy out to do battle. The really cool part is that, if 
you win, you get to rip off your opponent's arms and use 'em your- 
self! This is great fun! 


Overall 76% 

Romance of the Three Kingdoms iv Spioerman: Web of Fire 


Aside from the fact that the canyon level is kinda frustrating and 
very ugly, and that the game is too short, this title is a heck of a lot 
of fun. Oh, one more thing — how come there’s no two-player 
mode? Oh well, it's still fun! 


Overall 73% 


Koei for PlayStation; review, 946 


I Sega for 32X; revi ew, 9#3 


• WipEout 


iPsygnosis for Saturn; review, 9#7 


This is Koei’s first attempt at a 32-bit game. While there is no great 
leap in gameplay, there are some very nice beginner-friendly fea- 
tures, as well as the usual devotion to detail that Koei always brings 
to the gaming table. Go for it! 


Overall 32% 


I OK, let’s get things off to a good start... THIS GAME SUCKS! Man, 
[that felt good! There isn’t one thing in this game that hasn’t been 
Idone before somewhere else — and better, too! So everyone repeat 
latter me... THIS GAME SUCKS! 


I Aside from the fact that there’s no link option for the 
Saturn, this port over offers all of the excitement of the 
PlayStation version. If you own the PlayStation version, 
don't switch it for this one, but this still rocks! 


Overall 3b% 


Overall Ql% 


Shellshock 


US Gold for PlayStation: review. 9#6 


Spot Goes to Hollywood 


lAcclaim for Genesis: review. 9#3 


Worms 


Ocean for Saturn; review, 9#5 


While this game does have kind of a 'Boyz in the Hood’ meets 
‘Patton’ mentality, there is a lot of fun to be had here, blowing stuff 
up real good! This game has it all — great explosions, awesome 
sound effects, and lots of levels! Yee-haw! 


IWow! Here's a game about a bottle cap! How... uh... cool. Yeah, 
(that’s it. It’s... cool. Actually, the game does have a nice control sys- 
tem and the graphics and sound are pretty good for the Genesis. But 
■the hero is... uh... a bottlecap. Yeah... 


Did you ever wonder what worms did when they weren’t 
riding a fishing hook or grossing out a little girl? Well, 
the truth is — THEY WAGE ALL-OUT WAR! Yes! Open up ggjftjgg 
this can of worms and start blowing stuff up real good!!! mSS® 


Shining Wisdom 


Sonic! Software for Saturn: review. 9#5 


Overall 78% Overall b3% Overall 9^% 

SSMBtreet Fighter Alpha X-Men: Children of the Atom 


| Capcom for PlayStation; review, 9#3 


Acclaim for Satum; review, 9#3 


Well, this game isn't so much an advance in the 32-bit RPG genre, 
but it’s still a pretty good game. The music and sound effects are 
kinda lacking, but the storyline makes this one worth the price of 
admission. Give it a shot! 


|Here's that game again, for the millionth time. Frankly, there are bet- 
Iter fighting games out there, but if you feet happy giving the same 
(company your money for basically the same game, with a few 
■changes, then go right ahead... 


What happens when you port a 2D fighting arcade game over to a 
new 32-bit system? Well, you get a 2D fighting game... And what’s 
wrong with that? If you need the sweet action of the arcade hit in 
your home, then get this game! 


Overall 73% Overall 87% Overall 72% 

Silverload Super Mario RPG Zero Divide 


Vic Tokai for PlayStation: review. 9*4 


Nintendo for Super NES; review, 9#5 



Time Warner for PlayStation; review, 9#2 


Yeee-haw! What could be cooler than a horror/westem game? Try 
to keep body and soul together as you try to find out who’s been 
stealing all the settlers’ children. Kick-ass graphics and really great 
creepy atmosphere make this a winner! 


Overall 83% 


Here's a really big RPG that stars Mario. Nintendo and 
Square worked together to bring this magical universe 
to life. It combines the best elements of RPGs and Mario 
action games! It’s a must have!!! 


Overall 91% 


What we’ve got here is an excellent fighting game — that, unfortu- 
nately, is in a genre that has some outstanding titles in it as well. 
The animation and control interface are very good, but the graphics 
themselves are kinda blocky. Eh, it’s your dime... 


Overall 30% 
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Go for the gold with our hot, 
extensive coverage, starting 
on page 90! 


Bases Loaded ’96: Double Header 


Battle Arena Toshinden Remix 


College Slam 


F-1 Challenge 
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or a hundred years, 
the dream has pros- 
pered: that every 
four years, the nations of the 

s is a trademark of US Gold. Inc.© 1 996 worid would set aside their differences 

U!vGal<r*l! rights reserved. and come together in celebration of the 

Official Licensed Product of the human spirit. But the essence of the occasion goes 

Atlanta Commitee for the farther back than that. Even 1 ,500 years ago, the ancient 

Greeks understood the simplistic beauty and natural allure of the Olympic 
Games. These were games that were filled with drama, powerful stories, sacrifices, and universal 
truths. This July, the flame that was reignited in Athens, Greece in 1 896 will bum brightly in Atlanta, Georgia, as the world gathers 
once again to revel in, and leam from, the purity of athletic competition. 

But beyond the spirit, the last one hundred years of the Modem Olympic Games has been comprised of unforgettable memo- 
ries. From James Connolly who was the first American to ever win an Olympic gold medal tor his efforts in the triple jump in 1 896. 
From the great Jim Thorpe, who won the decathlon gold in Stockholm in 1 91 2 and was dubbed the world’s greatest athlete by King 


Gustav (a tradition which still holds today 
for the decathlon winner), to Mark Spitz 
obliterating Olympic records by winning 
seven gold medals in the Munich games 
of 1972. From an eight-year-old Wilma 
Rudolph who, despite being in leg braces 
and unable to walk, was inspired enough 
by the feats of Alice Coachman (the first 
African American woman to win Olympic 
gold) to go on to become one of the great- 
est track and field stars of all time, to Carl 
Lewis, who took the four gold medals in 
the Los Angeles games of 1 984 to 
become the first Olympian to match Jesse 
Owens’ incredible medal sweep of 1 936. 


Over the years, the faces and the stories 
may have changed, but the once-in-a- 
lifetime victories, the historic moments, 
the compelling drama, continues. 

This summer, the Atlanta games 
set the stage for the next generation. Over 
one hundred years in the making, these 
summer games will feature athletes from 
almost 200 nations. The 1996 Summer 
Olympics will be the biggest, the most 
watched, the most monumental games in 
history, and maybe, just maybe, they will 
once again be the memories that will 
teach us, guide us, and inspire us as we 
step towards the next millennium. 



Play modes 

Olympic Summer Games offers two 
different play modes. The Arcade 
mode is the more physically 
demanding control structure, as it 
requires the player to frantically 
pound the run buttons before 
inputting precisely timed action 
commands. The Olympic mode 
requires precisely-timed run 
command inputs, as well as precise 
action commands. Precision or fren- 
zied fun, in Olympic Summer 
Games, the option is yours. 


Olympic Mode 

Timing is the key in Olympic mode, 
as the frantic run inputs of the 
Arcade mode are replaced by a 
more subdued, but precisely timed 
run input using just one run button. 
Unless you’re a drummer, most people 
will find that with practice, it is easier to 
achieve more consistent results in the Olympic mode. 

In Olympic 
mode, a 
white line 


Arcade Mode 

Running in Arcade mode requires pushing the two run buttons in rapid succession. On events that require an 
action such as jumping, precision timing is required for optimum results. Overall, Arcade mode is the more physi- 
cally demanding of the playing mode choices because of the intense nature of the button mashing required for 
superior results. 


Arcade mode features a power bar that 
shows how successful your button mash- 
ing is. Events that require stamina show 
a blue bar by the main power bar. These events usually require restrained power output so that 
a more steady application of power can be sustained until the end of an event. Some events will 
have secondary bars that need to be used as a guide in order to input other commands. 



moves back and forth on the bar as an event progresses. Pushing a 
single run button has the effect of changing the direction of the 
white line. The key is to push the run button to change the line's 
direction before it enters the green area. The closer you get to the 
green area before you change the white line's direction, the more 
power you produce. Cross into the green and you lose power! 
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strategy 


OLYMPICS 


r _ THE _ 

Events 

While Olympic Summer Games doesn't include every single 
event in the modern day Olympics, its wide variety is sure to 
give would-be Olympians a taste of what it's like to compete 
k in the Games. 





The best strategy for the 100 meter 
dash is to just bash the buttons like 
crazy! For you Olympic mode players, 
.timing is everything. 


The track and field events have been 
part of the Olympics since the first 
modern Olympic Games in Athens, 
Greece 1 00 years ago. The 1 00 meter 
dash is an event that requires explo- 
sive speed and power. The athlete 
who holds the record for this event is 
generally considered the fastest man 
in the world. 


The game will automatically lean for- 
ward for you at the finish line, so just 
worry about hitting those buttons until 
you cross the line to victory! 


Ah! Sweet victory! But remember, this is the Olympics, make sure to 
qualify, but save your best effort for the finals. 


To get a jump 
on your 
competition, 
it is best to 
have a sharp 
ear and 
lighting- 
fast reflexes. 




Another track and field event that 
requires precision, strength, and 
explosive power, the pole vault is 
always a crowd favorite because 
of its dynamic nature. Ukranian 
Sergie Bubka could well be con- 
sidered the Michael Jordan of the 
pole vault, considering his record 
leaps in excess of 20 feet. 


Once again, the 
event begins 
with Ihe furious 
pushing of run 
butfons.The 
power bar will 
determine the 
height of 
your jump. 


Run, plant, release. Piece of cake, right? 


As you 
approach 
the plant 
point, your 
goal is to 
start your 
jump. 

Maximize the 
planting of 
the pole by 
pressing the 
action button 

as dose to the white line in the middle of the secondary 
bar as possible. Hit the action button a second time as 
dose to the white line as possible when the meter 
^bounces back up to maximize the release of your jump. 


Yeah, right. Maybe you qualify, but you'll I 
need wings to break a world record! I 
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SPECIAL PROMOTION 




Just a man and his 
spear — sounds 
like fun to us! 

These track and 
field events, 
they're all alike! 
Run until your 
fingers fall off. 





Now I know I 
dropped that 
contact 
around here 
somewhere... 


Okay, 
you may 
not ever 
find the 
contact. 
But you 
may have 
just found 
yourself 
another 
gold 
medal! 


Jr. 

Mm 


U6P 


The key to the |avelin event is the green and yellow throw meter below the 
power meter. Hit and hold the action button when the small black line 
inside the throw meter reaches as close to the end of the yellow area as 
possible. Release the action button between 35 to 40-degrees to achieve 
the best throw. If you hit the action button with the black line already in the 
green area, it will result in a foul. 


RAPID FIRE PISTOL 


An event requiring 
speed, concentration, 
technique, and nerves 
of steel, the masters of 
the rapid fire pistol 
competition seem to 
rely on instinct more 
than anything else. 


UGP { 
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Our little 
polygon 
friend here 
would like to 
have a little 
debate on 
gun control 
with you! 


The calm before the storm. 
Take a deep breath and dear 
your mind, so that you can 
react smoothly and effiaentty. 


UGP use 




The goal in the rapid fire pistol competition is 
to shoot quickly and accurately by centering 
the cross hairs on the center of the target. 
After every shot, the computer will randomly 
place your cross hairs at another location on 
the target. The best way to re-center the 
cross-hairs is by moving in straight directions 
(up, down, left, and right). Avoid moving in 
diagonal directions as this will result in 
inaccurate centering. 

Each successive round of the competition 
requires faster reaction times. Be prepared! 
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Long Jump 


_ - - 


The closer you are to the line, 
the farther you'll jump. Just 
press the action button and 
hold it to jump. 

Release the action button when 
the angle meter reads between 
30 to 35-degrees for 
best results. 


Speed and superhuman leaping 
ability combine in this event to 
propel the athlete almost 30 feet 
in distance. Bob Beamon’s world 
record long jump in the 1968 
Mexico Olympics was long con- 
sidered unbeatable until the 
record was finally broken after a 
period of 23 years. 


Man, I'm going to need a 
U-Haul truck for all these 
gold medals! 


To gain speed, hit the run buttons like crazy! Or, for 
you Olympic mode wussies, timing, timing, timing! 


Trust us, when you're this good, it's just 
like flying! 




As you approach 
the foul line, time 
your first jump as 
close to the line as 
possible. There is a 
jump meter with a 
red line in it to 
assist you. 


Your goal when performing the triple jump is to hit the 
action button three times in rapid succession. Each action 
button hit must be as close to the red line as possible to 
maximize the jump. 


Timing is everything in the triple 
jump. Don't be discouraged If you 
foul on your jump attempts, 
because it is easy to do. 


But once again, you'll find that 
practice makes perfect! 




Taking the challenge 
of the long jump to 
the extreme, the 
triple jump requires 
that the athlete make 
three perfect jumps 
instead of one, in 
order to be 
a champion. 


Start the 
triple jump 
as you did 
the long 
jump — by 
running 
until your 
fingers 
bleed! 
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OLYMPICS 


strategy 


SPECIAL PROMOTION 



Newt 2.45m 
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If things are going right at this 
stage, you will have frantically hit 
your run buttons in order to build 
the power of your jump. But you 
had better have noticed the jump 
meter next to the power meter 
and hit the action button when 
they were equal in height! 


HIGH JTJIVEP 


Unlike any other events, the track 
and field events are the purest mea- 
sure of athletic prowess. And within 
this elite core of events, the events 
that pit man, unaided by technology, 
against the force of gravity draw the 
most admiration. Man versus gravity 
no holds barred, is still one of the 
greatest physical tests of all time. 


This is no time to lie down on 
the job! 


At this point, success will be 
determined by your speed and how 
you timed your jump. 


Time to face your legions of fans! 

World record, baby! 
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DISCUS 


The discus event 
requires proper 
form and perfect 
timing by the ath- 
lete to harness the 
power of centrifugal 
force, as the athlete 
spins prior to 
releasing a disc. 


As you spin towards your release point, take notice of the secondary 
meter that will help you determine your release point. 


The key to the discus is to build up power before 
you start your final approach for release. 




Anticipation is the key. Push and hold the If your power was up and your release 


action button while the indicator on the 
secondary bar is in within the safe area. 
As you keep the button held down, you 
will notice an angle meter. Release the 
action button between a 30 to 35- 
degree angle for optimum results. 


was timed perfectly, you should be 
quite pleased with the results. 


Go for the world record, if you've 
already got the gold! 


twnrwTmi iTimir-M» 
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OLYMPICS 



WEIGHT LIFTING 


Once the lift is com- 
pleted, steady your 
lifter by using the 
left and right 
control on your 
directional pad for 
three seconds until 
the lift is 
registered. Arrgh! 


The winner of the Olympic weightlifting event 
is universally considered the world’s strongest 
man. But what spectators may not know is 
that technique is just as important as brute 
strength when it comes to this event. 












The power part of the weightlifting 
equation comes early in this game. 
Mash those buttons! 


Hit the action button when the meter 
on the secondary blue jerk bar meets 
up with the top of the red power bar 
for the first part of your lift. 


Continue mashing the run buttons to keep your power up 
and hit the action button once again when the blue jerk bar 
once again coincides with the top of the red power bar. 





By this time, you will be 
on the home stretch 
and you will notice that 
you receive a slight 
power-up jolt in your 
stamina bar. Wait a 
couple seconds after the 
jolt, and then go all out 
to the finish line. 


Don't let up on the speed until you're 
halfway between turn 3 and 4. Then, 
lay off the speed by just using one but- 
ton to run with and let the rest of the 
field (and your stamina) catch up. But 
make sure you keep whoever passes 
you within striking distance. 


The timing on 
this event is a 
little tricky 
but, with a 
little practice, 
you should be 
winning 
consistently. 


The stamina bar is just below the 
power bar. But remember, like all 
races, it is best to get a good jump 
when the gun goes off. 


Timing in this event can vary from race to 
race, but for the most consistent results, 
run like crazy and establish a big lead. 


Neither a sprint race nor an 
endurance race, the outcome 
of the 400 meter race is ulti- 
mately determined by 
strategy. Most often, it is the 
savvy veteran who knows 
when to conserve energy and 
when to explode, who takes 
home the gold in this event. 


Unlike a lot of 
the other 
events, the 
400 meter 




requires 
careful 
monitoring of 
your stamina. 


WmM 
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Remember, sprint races are often determined by 
your reaction time at the start. 


Americans are still at the forefront in many 
swimming events, but their historical domi- 
nation has been challenged in recent years 
by the Australian, Russian, and Hungarian 
men and Chinese women. The change in 
world order has seen records fall and times 
drop which should mean that the swimming 
events will be some of the most competitive 
events at the Summer games. 




08:88.88 


Take an eariy lead and there won't be 
any reason for you to take a look back. 


Like the 400 meter, this race also has a 
meter for stamina, but just ignore it! All 
you need to do is treat the race like the 
100 meter dash and hit those run 
(swim) buttons. 


You may be 
sputtering at the 
end, but the 
race is just short 
enough that you 
don't need to 
conserve any 
energy in order 
to take home 
the gold! 




Archery is 
another event 
that takes more 
practice than 
any definitive 
strategy. Once 
you get the feel 
for the wind 
strengths, 
consistency 
will follow. 


Although technology like composite bows and 
electronic scoring have brought this ancient 
sport into modern times, the challenge of the 
bow and arrow is still supreme. Strength and 
skill is required to launch an arrow at speeds 
up to 1 50 mph and hit a bulls-eye the size of 
an apple at a distance of 80 yards. Overall, the 
United States has won 12 gold medals in 
archery, including four of the last six men’s 
individual titles. 


Now where did I put those glasses? 


The wind meter is located at the lower 
right of the screen. The intensity of the 
wind is denoted by the size of the arrow. 
The stronger the wind, the farther away 
you will want to aim at the opposite side 
of the target. For weaker (ergo smaller 
arrow) wind readings, aim closer to the 
center of the target. 


SICEET 


If you thought that the rapid fire pistol events 
required uncanny skill and precision, skeet 
shooting expands the challenge by making 
the target fly through the air. 



Anticipation is 
the key to 
skeet shooting. 

Keep your cross 
hairs in the 
center of 
the screen. 



As the skeet I 
releases, pre- 
dict its path 
across the sky 
line and try to 
determine I 
where it will be at its closest point to you. 
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Recallina the flair of swordDlav from more roman- Mo 


Recalling the flair of swordplay from more roman- Moving 
tic eras gone by, fencing is an event that requires forward 
lightening reflexes and total concentration. and press- 

Fencing is such a fast-moving sport that scores ing the left 
are now registered electronically. Any touch of the run button 
weapon on an opponent’s target area triggers a performs 
flashing light that indicates a point. In the 1 00- offensive 

year history of the modern Olympics, the United moves. 

States has won 18 medals. 


Moving backwards and hitting the left 
run button results in defensive moves. 


Hitting the right run button will perform 
a counter attack move. 


vj. 
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The best strategy in 
fencing is to be alert 
and prepare to defend. 

Let your opponent 
make the first move 
and follow your defen- 
sive move with a 
counterattack for the 
most consistent results. 
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Release the 


mmm 


hlajvoveer toss 


Centrifugal force 
once again is at the 
core of this track and 
field event. The real 
question lies in how 
the athletes know 
when to throw and 
how they manage to 
stop spinning. 


The hammer is a lot 
like the discus. 


■ 

tlisi J mi 


spins more and 
spins faster. The 
key is to once 
again build up 
power eariy. 
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action button 
between 30 
10 35- 


tor the 
best throw. 


won the gold, but 
all that spinning 
made me a 
little nauseous! 


As the spin cycle nears its apex, use the secondary meter and a lot of antici- 
pation to direct your release. Pushing the action button will initiate the throw, 
Holding down the button will increase the angle of your throw. 



Move your cross 
hairs to a point in 
front of the pro- 
jected path of the 
skeet and fire 
when the skeet is 
in your sights. 





The best strategy is 
to let the skeet 
come to you and 
not for you to go 
after the skeet. 



'I love the smell of 
gun powder in the 
morning. It smells 
like... Victory!' 
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JUST HOW GOOD IS ! 
LISTEN TO WHAT THE BIG 







T 

I his is no ordinary ball game. MVP Baseball '96 
is so real you're going to hear the crack of the bat! 
It was created by QJJjESSBSuffl 
known for their best-selling games 
including: World Series Baseball and World Series 
Baseball '95, College Football's 
National Championship and Joe 
Montana Sports 
Talk Football. You'll hear exciting 
playcalling from the legendary 

| voice of the Oakland A's. An additional 
stadium announcer lets you know who's coming 
to the plate. 

Expanded Homerun 
Derby with team play. 

provided exclu- 
sively by the Topps Card Company. Full 28 team 
fantasy draft and league with drafting advice from 
the leading fantasy sports 
Mil shrinks 


Bill King, 


John Benson, 


expert. The g 
or enlarges batting sweet spots based on 














MVP BASEBALL ‘96? 
HITTERS HAVE TO SAY. 


"...MVP Baseball '96 from BlueSky 
Software (makers of the World 
Series Baseball games for the 
Genesis) looks like the odds-on 
favorite to win this year's baseball 
gaming championship!" 

Todd Mozvatt 
Editor in Chief, Cyber Sports, 
May/June 1996 

"BlueSky's proven baseball exper- 
tise positions MVP as an early 
favorite" 

Paul Curthoys 
Sports Editor, GamePro 
June 1996 

"Everything I have seen points to 
MVP Baseball '96 being one of the 
most complete games of the year" 

Mike Salmon 
Sports Editor, GamePlayers 
May 1996 








players actual performance. EMiWS HfiJSM 


motion captured players 


are more detailed and life- 


like than any other game to date! 
For more information, reach us 
on the World Wide Web, 




or online at CompuServe (see numbers below), 
or call our tipline at l-900-454-5435(Avera ge $.85/minute/ 




18 years or older). Don't miss MVP Baseball '96! 


1. This shortstop had 
238 career steals at 
the end of the 1995 
season. 


2. This player turned in 
a stellar season in 
1995 with 39 HRS 
and 126 RBI’s. 


More details to come. 


Flint the 
Hidden Played 
Contest! 

Win a spot to be eligi- 
ble tor the grand prize 
drawing. Players must 
find 12 hidden player 
profiles buried in the 
game. These hints wilt 
get you started: 


C0MINGS00N 





DATA 

EAST 



1 850 Little Orchard Street San Jose, CA 951 25 
Phone (408) 286-7080 Fax (408) 286-0842 
CompuServe: VID PUB A Forum (GO DATA-EAST) 

http://www.dataeast.com 


MVP Baseball 96" is a trademark of Data East USA, Inc. Data East MVP Sports is a registered trademark of Data East USA, Inc. 1996 All rights 
reserved. BlueSky is a trademark of BlueSky Software. Logo © MLBPA MSA Official Licensee-Major League Baseball Players Association. ® and © 
1996 The Topps Company, Inc. Topps is a registered trademark of the Topps Company, Inc. All Rights Reserved. © 1996 John Chapman Benson with 
licenses to Diamond Analytics Corporation. All Rights Reserved. Jurassic Park TM & © 1992 Universal City Studios, Inc. & Amblin Entertainment, Inc. 
Licensed by MCA/Universal Merchandising, Inc. All rights reserved. Sega and Sega Saturn are trademarks of SEGA ENTERPRISES, LTD. PlayStation, the 
PlayStation logo and the PS logo are Trademarks of Sony Computer Entertainment America. 













GUARDIAN HEROES 


Sega for Saturn 


Someday, in'Vfe 
the distant «!"$ 
future, when / 
the era pf 
darkness will 
have passed, 
people will speak 
. the name Roger 
' / Burchill w'rthrever- 
h# enceandawe 
" (yeah, right). But for 
now, we just laugh 
{ at his pathetic, code 
breakin' butt! 


W 

tf k 


hat the hell is up with 
codes this month?!? I 
know it’s a slow time of 
■ ' the year in the videogame indus- 
' ;; try, but this is ridiculous. Of 
4, • course, being your Code 

Master I will overlook the fact ( • ■ 
ii ' that there just aren't many new ; 

' games being released (and 
ergo, new codes) at the moment. 

Instead, I prefer to blame my 
; J • legion of pitiful Code Minions! 

% Obviously, I have been too gener- 
] i ous in my allowance of bananas! 

' T j ■ ') Yes, you have all grown fat and 
; ■ lazy and some of you have even 

h i _ deluded yourselves into thinking 

'JJ, ■■ that there is actually some pur- 

U j , .. pose to your miserable lives 
p ‘'i other than codes. I demand 
i". , results, or the sting of the 
>>,' Monkey Whip will soon be 
f ’ '/>, replaced with the searing pain 
k , ; .• of the flaming Banana Brand! 

I'/j) Yes, the time has come to be 
|\? afraid, be very afraid... 

(h; ,. Speaking of pathetic codes, 

If i .even our Code Monkey winner 
j* this month should thank the 
V 7 Code Gods that I actually 
- selected his pathetic excuse for 
h code as worthy enough for our 
f ••• hallowed award. But as our 
j ' newest Code Monkey will see, 
there is also another shining trib- 
: • ute to him as our Code Donkey 
%V ; this month. Enjoy the hellish dis- 1 
k'\ ; ; : tinction of being our very first 
8,1 Bi-award winner! 

1 ‘ | Finally, the Game Shark codes 
coverage this month has been 
expanded since there is a serious’ 5 
dearth of regular codes. What’s : 
exciting is that there are actually 1 
. Resident Evil codes for use on the 
' Game Shark. Now, if someone ,! > I j" 
could actually get me the first regu- ( ^ 
larcode(s) for Resident Evil, that 
might be worthy of 
Code'Monkey 




Award 


As you can see, playing the Story 
Mode in Guardian Heroes set on 
easy gives you 99 continues. But 
if you start the game on the hard 
setting, you oniy get 3 continues 
if you die. Doesn't seem quite fair 
does it? To alleviate this problem, 
start the Story Mode game with 
the difficulty set at Easy. Let your- 
self die and select the third option 
on the continue screen to exit the 
game. Once you've exited the 
game, set the difficulty to Hard 
and continue the game from the 
point you left off at. The next time 
you die, you will see that you 
have 98 continues left! 


Any game with a 
bunny rabbit that kicks 
serious ass has got to 
have something going 
for it. The 'Japanese 
anime' look and the 
RPG/ Action genre- 
bending just add to 
the intriguing mix. 


98 Continues 

The debate rages on the inter- 
net and wherever gamers 
gather across the land — does 
this game suck, or what? 
Surprisingly, the answer is 
usually ‘or what’. Guardian 
Heroes is definitely old school 
(with a few new twists), but a 
great number of those who 
give the game a real chance 
come away quite 
impressed. And what 
could be better than 
a code for this 
sleeper hit? 
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CODES 
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X-MEN — CHILDREN OF THE ATOM 


Capcom for Saturn 


Hidden Character Codes 

No one does 2D fighters like Capcom. X-Men — 
Children of the Atom is a great conversion that 
brings all the great gameplay of the arcade hit to 
the home. And if I know Capcom, I just bet 
there’s some hidden stuff in here somewhere... 


Whether you're playing in the one-player or two-player mode, the codes to access the hidden charac- 
ters in X-Men need to be input at the Character Select screen. 


To play as Akuma for the Street Fighter series, move the character select icon to Spiral and wait 3 sec- 
onds. Then, move the icon over the following list of characters without stopping: Silver Samurai, 
Psylocke, Colossus, Iceman, Colossus, Cyclops, Wolverine, Omega Red, and Silver Samurai. After stop- 
ping on Silver Samurai, wait 3 seconds and then press A+C+Z simultaneously. If the code was entered 
correctly, a picture of Akuma will appear. For player two to access Akuma, move the icon to Storm and 
wait 3 seconds. Then, move the icon over Cyclops, Colossus, Iceman (hit left once for the icon to jump to 
Sentinel), Sentinel, Omega Red, Wolverine, Psylocke, Silver Samurai, and Spiral. After landing on Spiral, 
wait 3 seconds and press A+C+Z to access Akuma for player two. 

To play as Juggernaut, first enter the code to 
play as Akuma in the 2 player Vs mode. After the 
fight, choose to continue and at the character 
select screen, tap 
up/left twice. 

Juggernaut will 
show up on the 
second tap if the 
code was 
entered correctly. 


H. 02 L. 00 B. 03 
K a. I ife 
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F-1 CHALLENGE 


Virgin Interactive for Saturn 


Starting Position and 
Laps Options 

Here’s a couple codes for what may very well be the 
best 32-bit racing available at the moment. Sure, the 
graphics may be a little lacking, but not many games 
can match F-1 Challenge when it comes to its race 
simulation features and tuned-in gameplay. Of course, 
since it mimics the race experience so well, it’s not that 
easy to beat. Let’s just say that these codes could give 
you a competitive edge! 




This is the really fon code. To 
choose your starting position in 
the race, just enter the follow- 
ing codes by pressing the 
designated buttons simultane- 
ously after you've selected 
automatic or manual transmis- 
sion. But be forewarned, 
placing yourself at the pole by 
no means guarantees a win. 
Take my advice and keep an 
eye on your rear view mirror! 


SSSBI 


Starting Position Codes: 


1st Place Left Shoulder Button, X, Y, Z 

4th Place Left Shoulder Button, X, Y 

7th Place Left Shoulder Button, X, Z 

10th Place Left Shoulder Button, X 

13th Place Left Shoulder Button, Y, Z 

16th Place Left Shoulder Button, Y 

19th Place Left Shoulder Button, Z 

22nd Place Left Shoulder Button 





To chose the number of laps in 
a race, simply enter one of the 
following codes by pressing 
the designated buttons at the 
same time when the track 

3. 

-mrnKTMg. IP 


model is displayed on the screen. 


Number of Laps Codes: 


1 Lap Right Shoulder Button, X, Y 

2 Lap Right Shoulder Button, X, Z 

3 Lap Right Shoulder Button, X 

4 Lap Right Shoulder Button, Y, Z 

5 Lap Right Shoulder Button, Y 

6 Lap Right Shoulder Button, Z 

7 Lap Right Shoulder Button 

9 Lap Right Shoulder Button, X, Y, Z 
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Acclaim for Saturn 


At the Title Screen that 
says 'Press Start, enter 
Left, Up, B, Up, Down, 
Up, Right, C. Once 
entered, you can go to 
the Team Select screen 
and at the bottom of the 
list of teams you will find 
the fraternity teams 
added to your choices. 


For power dunks, press Up and Down continuously for five seconds at 
the Today's Match-up Screen and then press any button. Once the game 
begins, you will be humiliating your opponent with slam dunks from half 
court. In your face, baby! 


KAPPA SIGMA 
■OKLAHOMA S3 


COLLEGE SLAM 



BASES LOADED ‘96: DOUBLE HEADER 


Jaleco for PlayStation 


Just Part of the Game 

One of the first lessons that anyone learns from our 
national pastime is that ‘it ain’t cheating if you don’t 
get caught’. So if you use these codes to augment 
your weekly game with a friend, make sure you 
enter these codes when he gets up to grab a drink! 


To enter the Cheat 
Mode, just pause the 
game anytime. Using 
controller two, press 
Triangle, Square, X, 
Circle, Circle, Circle. 
You will hear a 
piano-like sound 
if the code was 
entered right. 


fjWN 9 
LAO 
S F 0 


Once in the Cheat 
Mode, just press X to 
access an inning skip 
option. 'Lef s Go 
Inning' will appear in 
the upper left comer 
and you can select 
the inning you'd like 
to skip to by pressing 
X. To have the com- 
puter play for you, 
press the L2 button 
while in cheat mode. 
Press L2 again to turn 
the off the computer 
control. And finally, 
the best code of all: to 
set the game to allow 
a home run for every 
hit, press the LI but- 
ton while in cheat 
mode. The game will 
say 'home run' to 
acknowledge that the code has 
been activated. To deactivate this 
code, simply press LI again. To 
accept one or all of these codes, 
just press START to unpause and 
return to the game. 
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TOSHINDEN REMIX 


Ocean for PlayStation 


Oh, Sheep! Banana Bombs! 

Well, if you haven’t gotten Wormed yet, you don’t 
know what you’re missing! This is one of the must 
ruthless, destructive, and entertaining games avail- 
able right now. Thank your stars that it’s available 
for both the Saturn and PlayStation. Unfortunately, 
this code only works on the PlayStation, but hope- 


fully some enterprising code minion out there will be 
able to scrounge up the Saturn equivalent of this 
code soon! But for now, Christmas came a little early 
for PlayStation owners and Santa brought them 
Banana Bombs, Sheep Bombs, and a minigun! 

Peace on earth, my ass! 


If there's one thing that's a little whacked about Worms, it's the slightly confusing menu system, but to enter the 
code for the optional weapons you will need to find your way to the Weapons Screen. Once there, press the 
Square and X buttons simultaneously eight times and you will see that some of the standard available 
weapons will be replaced with Banana Bombs, Sheep Bombs, and a minigun. Trust me, these weapons are 
the way to go. The maniacal sheep are especially entertaining right before they explode into a million pieces. 
Ah, animal cruelty, I love it! 


So cute, but so 
deadly! A game like 
Worms gives you a 
whole new apprecia- 
tion for those slimy 
little creatures that 
live in the ground. 


CSSS CODES 


Sega for Saturn 


Big Head Mode 

OK, granted, Toshinden Remixtortbe Saturn 
doesn’t look quite as sharp as the PlayStation ver- 
sion of the original Battle Arena Toshinden. But the 
gameplay is still solid and, with this big head code, 
there’s a whole new dimension of entertainment 
added to the game. I can just imagine the double 
entendres now: ‘Excuse me, is that a big head that 
you have or are you just happy to see me?’ 


STORY MODE 
IP GAHE 
VS HUMAN 
VS COMPUTER 
OPTIONS 


3 T hXARH CO. LTD 1935 
REPROGRAMMED © SEGA 1338 


To access the Big Head Mode, go to the Mode 
Select Screen and hold the Right and Left 
Shoulder Buttons and press Start with 'Game 
Mode' selected. The game will appear normal 
as you select your character, but once the fight- 
ing begins, the characters will possess huge 
heads. Better for bashing-in, I say! 
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PANZER DRAGOON II ZWE! 




Okay, okay, HI quit rambling. To 
do the suicide code, just press 
and hold the Left and Right 
shoulder buttons and A+B+C 
simultaneously. Voila! One 
country-fried dragon. 




Sega for Saturn 


Kill Me Now! 

Well, here it is! The suicide code for 
Panzer Dragoon II Zwei. Now if this code 
killed off the player of the game instead 
of the dragon, there would actually be 
enough laughs in it to truly warrant the 
Code Monkey Award! But as it stands, 


this code wins the Code Monkey award 
for being the first code available for 
Panzer II. 


^ • * .. .-zpf 

Code Momkey 

Of The 

IVInmTh 






If there's one thing that this 
code has going for it, it's the 
fact that it's for one of the 
best shooters in the 32-bit 
world. Man, do I love my little 
dragon buddy! 


A beautiful game, set in a 
compelling world. 
Sometimes it almost 
seems like a waste that 
it's only a shooter. (A 
Panzer Dragoon RPG 
idea sprung from the 
fertile mind of former 
Code Master Patrick. 
Now there's a thought!) 
But for now, well just 
have to be satisfied with 
blowing the bejesus out of 
swarms of aliens! 








m 


lino for One 

Oh, what a sad day for Code Monkeys everywhere. Never 
before has a Code Monkey Award been awarded for such a 
sad excuse for a code. But Alexey Mohr of Wellesley, 

MA was the first to actually get me a code for the impres- 
II" T , sive, new Panzer Dragoon II Zwei. And in the desolate 
if ..desert that is this month’s Code Breakers, this little 

WS * muddy puddle of a code may not be a shining oasis, but 
' ■ it is enough for Alexey to win the coveted Code Monkey 
Award. But Alexey, remember that this ranks up there 
with the likes of Bob Sagat actually having a career and 
' ‘insert over-rated ball player here’ being paid millions to sit 
on the bench. Yes, Alexey, you are the luckiest person in the 
world, or else that little red-horned guy actually came 
through on that contract you signed! ; 
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Well who do we have here in our little Code 
Donkey section this month? Why it's our illus- 
trious Code Monkey winner. Alexey Mohr of 
Wellesley, MD! And do you know why you’ve 
also won the Code Donkey Award this month, 
Alexey? Because your Panzer Dragoon II Zwei 
code sucked! The Panzer //Suicide Code is the kind 
of crap that should be in the damned instruction manual! 
You are so lucky that every other code I received this month 


was for games that people quit caring about two years ago. What did you do, Alexey? Did 
you secretly terminate all your fellow code minions? Am I going to see thousands of new 
pictures on milk cartons featuring freshly disappeared Code Monkeys? Did you somehow 
gain control of the U.S. Postal Service to insure that every decent code this month was 
sent to some Yak massager in Tibet? Whatever the case, Alexey, the kind of luck you’ve 
exhibited this month is the type that actually distorts the dimensional balance of the uni- 
verse! You’ve got to figure that somewhere down the line there’s going to be payback for 
your freakish luck. Take my advice, start collecting good luck charms before satellites 
start falling out of orbit and crashing into your bedroom! , 
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You have file POWER. In this contest you don’t rely on the luck-of-the 
draw. You determine if you win or not. You win by outscoring others in a game of 
skill. Can you solve the puzzle below? Then you have what it takes, It looks simple, 
but it's only the start. Each of five more puzzles gets a little harder. But this time its 
all up to you. Stay in to the end with the highest score and the gear is yours. 
With whatever options you want. Do you have what it takes? Then play to win! 

Computer Contest. Win a blazing fast computer with Pentium 166 Mhz 
processor, 16 meg. ram, 1.2 Gig. hard drive, CD-ROM, 17 ' monitor, modem and more! 

Video Game Contest. Play on the hi-tech cutting edge with this line-up: 
Sony Playstation; Sega Saturn; Virtual Bov; 3D0; and Atari Jaguar. Get all five or 
trade the ones you don’t want for CASH! Bonus options include: 33 inch monitor, 
$1,000 in games, cash, accessories and more! 


Media Rig Contest. The Ultimate Gaming Environment, 40 inch monitor, 
130 watt receiver w/ Dolby Pro Logic Surround Sound, and all components shown. 
Win DSS Satellite Receiver as a BONUS OPTION! This rig will blow you away!! 

We’re talkin' GAMING HEAVEN! 

Directions. Fill in the Mystery Word Grid with words going across that spell 
out the Mystery Word down the side. Hint: use the Mystery Word Clue, 

In the future. There will be four more puzzles at $2.00 each and one tie- 
breaker at $1.00 which will be sent to you by mail. You will have 3 weeks to solve 
each puzzle. We don’t know how many will play but typically 55% will have the 
highest score possible score to Phase 1, 43% to Phase II, 36% to Phase III, and 32% 
to Phase IV. The tie-breaker determines the winner. If players are still tied they will 
split the value of the grand prize they are playing for. 
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WORD LIST and LETTER CODE chart 

PINCH W PRESS K BLAST A WRECK D 

BREAK Z PUNCH S SPRAY C TURBO V 

STOMP T STAND R PRESS E DREAM. ...O 

CRUSH I SCORE H SLANT L CHASE P 

MYSTERY WORD CLUE: 

WORLD RULERS HAVE IT AND IN THIS CONTEST YOU HAVE IT 


Vkftcl ENTER ME TODAY, HERE'S MY ENTRY FEE: 

■ wOb □ ($3.00) Computer Contest 

□ ($3.00) Video Game Contest 

□ ($3.00) Media Rig Contest 8 

□ ($5.00) SPECIAL! Enter them all (SAVE $4.00) > 

Name C> Oi v\JL I3(<u/ y | 

Address 620 C. At(e^ U, f 

City ^InilcAy State fij Zip 

|£3P SEND CASH, M.O., OR CHECK TO: W 

PANDEMONIUM, P.O. BOX 26247 
MINNEAPOLIS, MN 55426-0247 

VOID WHERE PROHIBITED • ENTRY DEADLINE: POSTMARKED BY Aug. 17TH, 1996 • ENTRY FEE MUST BE INCLUDED 
Only one entry per person. Employees of Pandemonium, Inc. and its suppliers are ineligible. Judges decisions are final 
Where judges are in error the sponsor's liability is limited to the amount of entry fees paid. Not responsible for lost delayed or 
stolen mail. Open to residents of the U.S. its territories and Canada. You can request Winners List and Official Rules by writing 
Pandemonium, Inc. 7204 Washington Ave. S., Eden Prairie, MN 55344. Merchandise names and models are trademarks of their 
respective companies who, along with this magazine have no affiliation with this contest © 1995 Pandemonium, Inc. 
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BATTLE ARENA TOSHINDEN 



Game Shark Codes 

Y eah, I knqw, I know! Are these all the codes 
this month? Well, there just isn’t that much 
out there. But reassured that with all the 
second generation PlayStation games, the new 
Saturn games, and yes, even the Nintendo 64 just 
around the corner, the pages of Code Breakers 
will soon be bursting with new codes. But in order 
to satisfy the insatiable demand of those who 
have a hardcore hunger for codes, here’s a com- 
prehensive listing of Game Shark codes. If you’re 
really a professional code fanatic, you definitely 
will have already picked up one of these magic 
boxes from Interact Accessories. Yeah, I know, it 
sounds like gratuitous advertising, but it’s a cool 
product. And like you really want to listen to my 
rambling, anyway! 


Select Gaia 801 BC11A0008 

Select Sho 801 BC11A0009 


COLLEGE SLAM 


Team 1 Scores 999 80065510 03E7 

Team 2 Never Scores 80065520 0000 


CRITICOM 


MASTER CODE 0005A2F8 7D24 

Player One Invulnerable 80059DE8 0300 

80059F58 0320 
8005AOC8 0320 

Player Two Invulnerable 80059C78 0320 

80059B08 0320 
80059DE8 0300 


CYBER SLED 


Infinite Missiles 8014A648 0005 

Infinite Shield 801 4A662 1000 


800A88140001 
800A881 00064 

Mega Rapid Fire 800A88EO 0001 

Night Vision On 800A8830 0001 


EXTREME GAMES 


Infinite Health 

Speed Always 60mph 

Infinite Money 


8007A270 0500 

8007b1A2 0050 

(Rollerblades Only) 
801E9014 09D8 


FIFA ‘96 


Player One Score Always Ten 8001 6CD2 000a 

Player Two Score Always Zero 8001 6CD4 0000 

Infinite Time 8001 6CC0 0000 


GEX 


Invincible. 


80097B1C0003 


HIGH OCTANE 


PlayStation Codes 


A-TRAIN 


Infinite Funds 

. .800A6230 9400 
800A6232 7735 

AGILE WARRIOR 

Infinite Armor 

. 800D43DC 0064 

Infinite Sidewinders 

. 80060F26 0020 

Infinite Rockets 

. 80060F28 0020 

Infinite Mavericks 

. 80060F2A 0020 

Infinite Napalm 

. 80060F2C 0020 

Infinite Bunker Busters 

. 80060F2E 0020 

Infinite Cluster Bombs 

. 80060F30 0020 

Infinite Fuel Air Explosives 

. 80060F32 0020 

Infinite B61 SRAM 

. 80060F24 0020 

Infinite AMRAAM 

. 80060F36 0020 

AIR COMBAT 

Unlimited Missiles 

. 800EEBOC 0040 

Unlimited Guns 

. 300EEB1 0 0027 

Unlimited Fuel 

. 800EEB00 8FFF 

Invincible 

. 800EEA2C 00C8 

ALIEN TRILOGY 


Infinite Health 


Infinite Charge Grenades 
Infinite Handgun Bullets 
Infinite Shotgun Shells . 
Infinite Pulse Rounds . . . 

Infinite Batteries 

Have Shotgun 

Have Pulse Rifle 


Fire Weapons Quicker 
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8009A040 03E7 
8009A058 03E7 
8009A046 03E7 
8009A04A 03E7 
8009A04C 03E7 
8009A05A 03E7 
8008F33E 0029 
8008F342 0029 
8009A024 0001 


Infinite Time 80053AEO BEDE 

80053B24 BEDE 
800689B8 BFCE 
800711 20 044E 
8010C484 020C 

Infinite Mirror Hints 800718E4 0303 

801 3224B4 0001 


DEFCON 5 


Infinite Health 800E7C30 0064 


DESCENT 


Infinite Concussion Missiles 800D10BA 0009 

Infinite Homing Missiles 800D10BC 0009 

Infinite Proximity Bombs 800D10BE 0009 

Infinite Smart Missiles 800D10C0 0014 

Infinite Mega Missiles 800D10C2 0014 

Infinite Vulcan Ammo 800D10B2 9684 



(Early Release Version) 

Invincible 800A85FC 0001 

800A85F4 00C7 
800A85F0 0064 

Mega Rapid Fire 800A86C0 0001 

Night Vision On 800A861 00001 



(Later Release Version) 

invincible 800A881C0001 


\ 


Infinite Fuel. . . 
Infinite Shields 

Infinite Ammo 


80160EEA27FF 
801614BA27FF 
801616AA27FF 
80160EEE 27FF 
801614BE 27FF 
801616AE27FF 
80161 ODE 27FF 
80160CFE 27FF 
80160EEC27FF 
801614BC 27FF 
801616AC 27FF 
801610DC 27FF 
80160CFC 27FF 


IN THE HUNT 


Infinite Time 8007D96E 0086 

Infinite Lives 800DCD48 0005 


JOHNNY BAZOOKATONE 


Infinite Lives 800B5A94 0009 


JUMPING FLASH 


MASTER CODE D0008520 1000 

Infinite Time D00B0000 0D18 

80102830 8C80 
D00B0000 1658 
80102C4C 8C80 
DOOBOOOO 0DEC 
800FF380 8C80 
DOOBOOOO 0DF0 
80101 820 8C80 
DOOBOOOO 1664 
80107AF4 8C80 
DOOBOOOO 1504 
800FCA88 8C80 

Infinite Lives DOOBOOOO 0D18 

801 02EF4 0003 






































CODES 



Infinite Energy 


DOOBOOOO 1658 
801033080003 
D00B0000 0DEC 
800FFA0C 0003 
D00B0000 ODFO 
801 01 EEC 0003 
DOOBOOOO 1664 
801082100003 
DOOBOOOO 1504 
800FD1440003 
DOOBOOOO 0D1 8 
80138114 00C8 
DOOBOOO0 1658 
80139840 00C8 
DOOBOOOO ODEC 
8013495C 00C8 
DOOBOOOO ODFO 
8013AF4400C8 
DOOBOOO0 1664 
8013D32800C8 
DOOBOOOO 1504 
801321FC00C8 


Max Energy Cores 
Cannon Coolant . . 
Stop Time 


8008D1BC 0001 
8008D1C0 0001 
8008D1C40001 
8008D1 C8 0001 
80089670 00D0 
800D1C6C 0000 
800C4CF2 0009 


LOADED 


MASTER CODE D002Q9Q8 000D 

Player One Infinite lives 800CDF42 001 E 

Player One Infinite Ammo 800CDF3E 03E8 

Player One Infinite Smart Bombs . . . 800CDF40 0003 

Player One Max Power-up 800CDF3C 7FFF 

Player 2 Infinite lives D004B1 38 0002 

800CDFCA001E 

Player 2 Infinite Ammo D004B1 38 0002 

800CDFC6 03E8 

Player 2 Infinite Smart Bombs D004B1 38 0002 

800CDFC8 0003 

Player 2 Max Power-ups D004B138 0002 

800CDFC4 7FFF 

Have All Keys 80107AC4000F 


NBA SHOOTOUT 


Player 2 Always Score O 80096ED4 0000 


NHL FACEOFF 


RESIDENT EVIL 


Infinite Health 300C51AC 004C 

Turn Knife Into Rocket Launcher D00C8784 0001 

800C8784 FF0A 


RETURN FIRE 


Infinite Fuel 80082016 01 3F 

800EC21A002C 

Infinite Ammo 80082030 0096 

800820400032 
800EC236 0026 


RIDGE RACER 


Black Griffon Car 80080196 000c 

Infinite Time 801 30C5C 06C5 

Always First Place 80080260 0001 


ROAD RASH 


Infinite Cash 800DAD40 FFFF 


SHELLSHOCK 


Invincible 80087C1E0300 

Infinite SAMs 800855AE0004 


JUPITER STRIKE 

„ CkSoM 

infinite snieHi 

800BB3D4 0064 


800BB818 0064 

Laser Always Cool 

800BB950 0064 

KILEAK- THE DNA IMPERATIVE 

Infinite Energy 

800B6294 03DE 

Infinite Shields 

800B6298 03E8 

Infinite Wales Ammo 

800B62C801EF 

KING’S FIELD 

Infinite Hit Points 

80199426 00FA 


80199428 00FA 

Infinite Magic Points 

8019942A00FA 


8019942COOFA 

Rapid Weapon Usage 

801 9942E 1388 

Rapid Magic Usage 

80199432 1388 

KRAZYIVAN 


Opponent Always Score 0 800E780C 0000 


PANZER GENERAL 


Infinite Prestige 800EDB84 07D0 


PHILOSOMA 


Infinite Lives 800E7CA40002 

Infinite Credits 800E7D28 0003 

Invulnerability 800E7F600004 

Infinite Buster Grenades 800E7F5C 0003 

Max Vulcan 800E7D0C0002 

Max Laser 800E7D0E0002 

MaxA-break 800E7D1 00002 

Max Rav-B 800E7D120002 

Sim Missiles 800E8004 0002 

Mim Missiles 800E80040001 


PO’ED 


Invincible 8009ABAO 0064 

Infinite BFD90 8009ABA4001E 


THEME PARK 


Infinite Money 801AF850 7840 

801AF852 01 7D 


TWISTED METAL 


Invulnerable 801A1914 0080 

Infinite Homing Missiles 801A1C04 0002 

Infinite Power Missiles 801A1 C06 0002 

Infinite Tag Missiles 801A1 C08 0002 

Infinite Rear Missiles 801 A1C0A 0002 

Infinite Rear Flame 801 A1 COE 0002 

Infinite Mines 801A1C100002 

Infinite Oil 801 A1 Cl 2 0002 

Infinite Tire Spikes 801A1 C14 0002 

Infinite Specials 801 A1 Cl 6 001 4 



Unlimited Luck-on Missiles 801B8A44 0008 

Unlimited Rockets 801B8A42 0064 

Unlimited Swarm Missiles 801B8A46 0012 


Unlimited Lock-on Missiles 801B8A44 0008 

Unlimited Rockets 801B8A42 0064 

Unlimited Swarm Missiles 801B8A46 0012 

Unlimited Plasma Cannons 801B8A48 2003 


Infinite Shields 


Infinite Specials 


. . . 800C4CD0 0064 
800C4CD4 0064 

1 

DAYMAN 

800C4CD8 0032 
800C4CDC 0032 

MASTER CODE 

D0008534 40A0 

800C4CE0 0032 

Infinite Lives 

801 E4D50 0060 

800C4CE4 0032 

Regain Health 

801 F6200 0002 

800C4CE8 0032 
800C4CEC 0064 
. . 8008D1 B4 0005 
8008D1B8 0003 

Mega Glove Power 

800AE9C8 0D0D 




WILLIAMS ARCADE’S 
GREATEST HITS 


Infinite Sinibombs (Sinister) 801 BA01 2 0900 
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CODES 


WIPEOUT 


Enable Rapier Mode D01 F701 A 0001 

801 F701A 0101 

Enable Extra Rapier Levels 001 F701A 0101 

801F7046 0101 


ZERO DIVIDE 


MASTER CODE D00CA7D4 2400 

Player One Invulnerable 80110B3C 00D0 

Player Two Invulnerable 801 1 1 8C0 00D0 

Freeze Tinier at S9 Seconds 800E89680700 


Infinite Life Support 1608fC1A 9000 

160724C8 0064 

Infinite Lock-on Rockets 3609491 E 0064 

Infinite Rockets 3609491 F 0008 

Infinite Mines 360949200006 

Infinite Robots 36094921 0006 


MINNESOTA FATS POOL 
LEGEND 


MASTER CODE F6000914C305 

Always Player One’s Turn 160AA53E 0000 


B6002800 0000 

Infinite Money 160C613E 2130 

160DFA40 22B8 
10201 26A9F62 


SEGA RALLY CHAMPIONSHIP 


MASTER CODE F6000914 C305 

B6002800 0000 

Unlimited Time 1 60B0536 991 1 

Always in Super Car 160AA80A 0201 

Max Speed 150mph 160B038A 80BC 


NBA JAM T.E. 


SHINOBI LEGIONS 


Saturn Codes 


ASTAL 


MASTER CODE 
Unlimited Energy . 


. F60B6C12 C305 
. 360DBD38 0005 


BUG! 


MASTER CODE F6017588 C304 

Unlimited Lives 0602556E 0009 

Unlimited Energy 0602552E 0009 


CORPSE KILLER 


MASTER CODE F6000914 C305 

B6002800 0000 

Infinite Health 16050D08 0063 

Infinite Bullets 16050D0C 0063 

Infinite AP Bullets 16050D10 0063 


CYBER SPEEDWAY 


MASTER CODE 

Unlimited Rockets 

F6000914 C305 

B6002800 0000 

1609E598 0005 

160D3AD20005 

DARK LEGENDS 

MASTER CODE 

F6000914 C305 


B6002800 0000 

Player One Infinite Energy . 

1609FE2C 0080 

GHEN WAR 


MASTER CODE F6000914C305 

B6002800 0000 

Player One Score Always 9 1 606C002 0009 

Player Two Score Always 0 1 606C00A 0000 


NHL ALL-STAR HOCKEY 


MASTER CODE F6000914C305 

B6002800 0000 

Player One Score Always 99 3608BD34 0063 

Player Two Score Always 0 3608BD35 0000 

Enable Code (Must Be On) D6037E72 0740 


OFF WORLD INTERCEPTOR 
EXTREME 


MASTER CODE F6000914C305 

B6002800 0000 

Unlimited Nitros 3025CDF5 0014 

Unlimited Missiles 3025CDF7 0014 

Unlimited Cash 1025CDFC0090 

Infinite Armor 1 602A898 0069 

Unlimited Clones/Cars 3025CDFA 0033 

Enable Code (Must Be On) D602A83C 9881 


PANZER DRAGOON 


MASTER CODE F6000914 C305 

Infinite Energy 1607FB08 0100 

Unlimited Credits 16084BAA 0005 


ROBOTICA 


MASTER CODE F601821CC305 

Unlimited Vulcan Ammo 1 60CFBF4 03E7 

Unlimited Fuel 160CFBEA03E7 

Unlimited Laser 160CFBFA 0014 

Unlimited Missiles 160CFC00 0005 


ROMANCE OF THE THREE 
KINGDOMS IV 


MASTER CODE F602ADD4C305 

B6002800 0000 

Mega Jumps 160EA2CE 0000 

Invincible 160EA2FCFFFF 

Infinite Daggers 160252DA 0063 

Infinite Energy 160EA2CA 0030 

160252B0 0030 

Infinite Lives 160252B80009 

Infinite Thunder Dragons 160252BE 0001 


STREET FIGHTER: THE MOVIE 


MASTER CODE F6000914 C305 

Player One Infinite Energy 16050A86 0070 

1605099A0070 

1605099C0070 

Player Two Infinite Energy 1 6050E26 0070 

16050D3A0070 
16050D3C 0070 

Player as Akuma 16050C9E 0707 


VIRTUA FIGHTER 2 


MASTER CODE F6000914 C305 

B6002800 0000 

Allow Out of Ring Fighting 160E0068 004F 

Player One Infinite Energy 1 60621 B8 00A0 

Low Gravity 1 60E007A 0024 

Mega Kick 160E007A0000 

Play Bonus Level TO 160E0002 0A0A 


VIRTUA RACING 


MASTER CODE. 


One Lap Race . 


. F6000914 C305 
B6002800 0000 
. 16074ED4 0003 


MASTER CODE 


. F606B124 C305 
B6002800 0000 


MASTER CODE 


. F600091 4 C305 


WORLD SERIES BASEBALL 


MASTER CODE F600091 4 C305 

B6002800 0000 

Player One Score Always 20 1 60F41 96 001 4 

Player Two Score Always 0 1 60F41 76 0000 

Unlimited Strikes 1607ACF4 0000 

Unlimited Balls 1607ACF6 0000 
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At GAME PLAYERS, 'customer service' isn't just a line, it's a philosophy. Our 
goal is to take care of your needs right away. We won't keep you on endless 
hold listening to songs you haven't heard since the Brady Bunch was on Prime 
Time. The faster we help you, the more time you'll have to do two very 
important things— play games, and of course, read GAME PLAYERS. 


industry news, every working day. It's an essential bookmark for those who are 
serious about gaming and the environment surrounding it. 
http://www.gameplayers.com 

Back Issues 


Subscription Inquiries 

If you have a change of address, invoice or renewal questions, or haven't 
received GAME PLAYERS by the first day of the issue month, please contact 
us immediately! 

write: GAME PLAYERS 

Customer Service Department 
150 North Hill Drive 
Brisbane, CA 94005 
call: (415) 468-4869 

e-mail: subscribe@imagine-inc.com 

(type 'GAME PLAYERS' in the subject line) 
fax: (415) 656-2486 

For written inquiries, please include your address mailing label. Please allow at 
least six weeks notice for any change in your subscription record. 

Web Site 

GAME PLAYERS Online is a unique Internet experience that provides updated 


The price per copy for back issues within the U.S. is $6.49, which includes 
postage. For foreign orders send $8.50 in U.S. funds, which includes airmail 
delivery. All orders must be prepaid and sent to the following address: 
write: GAME PLAYERS 

Attn: Back Issues 
150 North Hill Drive 
Brisbane, CA 
94005 

Credit card orders: 

call: (415) 468-4869, M-F, 9 a.m.-5 p.m. PST 

e-mail: subscribe@imagine-inc.com 

(type 'GAME PLAYERS in the subject line) 

fax: (415) 656-2486 

Renting Subscriber Names 

GAME PLAYERS occasionally rents our subscriber list to other companies 
that offer products of interest to our readers. If you would like your name 
removed from this list, please let us know. 




BACK ISSUES 


SEGA ■ NINTENDO SONY 300/M2 ARCADE 


SEGA - NINTENDO ' SONY • 300 M2 • ARCADES 


Cover Story: 

We get our first look 
at the Ultra 64! 

Strategies: 

Gigantic Virtua 
Fighter 2 strategy — 
all the moves! 


Ultra 64 fi 

REVEALED ! 1 


Here come 


Cover Story: 

WipEout XL 
Sonic X-Treme, 
Part Two! 


Cover Story: 

Next-gen RPGs 
jumping Flash! 2 
Tekken 2 

Strategies: 

11-page Resident 
Evil Strategy 
Street Fighter 
Alpha Move List 


Tekken 2 


Strategies: 

Toshinden 2 
Panzer Dragoon 
II Zwei 


ReSV&I fw 


Cover Story: 

VF 2, Sega Rally 
Virtua Cop 

VtN Strategies: 
Sf Mega Man VII 
Shinobi Legions 
sW Tekken 
n Weaponlord 


FIRST 
LOOK i 


SEGA - NINTENDO 


rC-A - NINTENDO • SONY • 300 • A TAR! • ARCADES 


DONKEY KONG COUNTRY 2 


Cover Story: 

Panzer Dragoon 
II Zwei 
KI2 

Toshinden 2 

Strategies: 


Cover Story: 

Sonic for Saturn 
Free MK3 Tip Card 

Strategies: 

Street Fighter 
Alpha 2 
Soul Edge 
Alien Trilogy 


-jos iimii 

- -x 


SATURN 


Cover Story: 
VF 2, Sega Rally 
Virtua Cop 

' :- M ~ v Strategies: 

k. Mega Man VII 
Shinobi Legions 
Tekken 

EM Weaponlord 


Fighter 2 


i j«..^ 

,"*3 


wrecking fflfiv 


lESIOEUT EVIL 


Fighting Vipers 
NFL Gameday 
X-Men: Children 
of the Atom 


Hey gang, don't miss out on any of the 
hot codes, sizzling strategies, and 
incredible insanity that's available in 
back issues of GAME PLAYERS. 

Send $5.95 per issue (check or money 
order, U.S. funds only) to GAME 
PLAYERS BACK ISSUES, 150 North 
Hill Drive, Brisbane, CA 94005. Don't 
be known as the only loser on your 
block. Send your order in NOW! 
Remember to specify which back 
issues you want. 

Don't delay — do it today! 


SEGA NIN TENDO S ONY 3DO ATARI ARCADES 


Cover Story: 

Virtua Fighter 3 
Ultimate MK 3 
Final Fantasy VII 

Strategies: 

Resident Evil pt. 2 
Killer Instinct 2 
Night Warriors: 
Darkstalkers' 
Revenge 


Cover Story: 

PlayStation Sports 
Ultra 64 Coverage 
Super Mario 64 

Strategies: 

Donkey Kong 
Country 2: Diddy's 
Kong Quest 
Sega Rally 
Championship 


“Injun: 

t r *_ 


VIRTUA 

FIGHTER 


more 

ULTRA 64 


The full scoop on the most 
advanced videogame 


DONKEY KONG COUNTRY 2: dipoy s wngouest 


-• * '■ -- - -- 

OCT /qc 

Cover Srmy:'* 
Loaded for PlayStation 
and Saturn 

Strategies: 

Bug!, 

Chrono Trigger 
BatHe Arena Toshinden 


SEPT /jc 

Cover Story; v 
MK3 for the home 
console 
Strategies: 

Killer Instinct, 
Panzer Dragoon, 
Ridge Racer 




ftUG/qc 

Cover Stoty. 

Killer Instinct on 
the Super NES 

Strategies: 

Daytona USA, 
Eternal Champions, 
Virtua Fighter 


JUtY/qc JUNE/V 

Pni/ot' Ctr/vu'* ^ n ^ 


T/qc 

Cover Story v ° 
PlayStation - story on 
the US release 

Strategies: 

Virtua Fighter 2 
Night Warriors 
Mortal Kombat 3 


Jl 

Cover Story: 

Saturn: A Full Look 
At Sega's US Plans 

Strategies: 

Brutal 32X, Fight For Life 
NBA Jam: TE Codes 
Tekken Move List 


MAY / 95 

Cover Story: 

Secret of Evermore 
preview 

Strategies: 

Beyond Oasis 
Metal Warriors, 
Return Fire 
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New! Memory Card 
Plus For The Sony 
r Playstation _ 


#33290 

Memory Card Plus 
$45.00 


#33193 

Earthworm Jim 2 
$48.00 


MAKE YOUR OWN F0RM:INCLUDE:PR0DUCT#, DESCRIPTION & S & H CHARGES 

•All U.S. Orders Add $6 *U.S. Game Systems Add $20 

•All Foreign Orders Add $10 -Foreign Game Systems Call For Price! 

•All Checks And Money Orders Are Held For Two Weeks Due To Processing 
•Most Orders Shipped 2nd Day Air • Call For Overnight Shipping Information 
SEND ORDERS TO: CRAVE PO BOX 26370, DEPT 501 ST. LOUIS PARK, MN 55426 
PHONE: (612) 942-9920 FAX: (612) 942-5341 EMAIL: CRAVE2RB@AOL.COM 
OPEN M-SAT. 9-9, SUN. 10-7 • All Prices And Release Dates Are Subject To Change 


#10926 
Toshinden 2 
$48.00 


SNES«SEGA*SEGA CD«3DO*SATURN«PSX*ONLY 99$ A MINUTE 


#29775 

Children Of The Atom 
$51.00 


PLAYSTATION 


SATURN 


31935 PSX Core System $210 
10289 Playstation PSX 

w/Ridge Racer $240 

31509 ASCII Joystick $45 

33289 Arcade Style 

Steering Wheel $62 

33290 Memory Card + $45 

29828 Multi-Tap $50 

33164 PSX Controller $26 

31550 3 Decathlon $53 

31556 3D Baseball $52 

29850 3D Golf $45 

29877 Alien Trilogy $51 
33954 Beyond The 

Beyond $51 

31280 Big Bass World 

Championship S52 
29887 Braindead 1 3 $51 

29844 Casper $47 

3321 1 Chronicles Of 

The Sword $51 

33300 D $51 

29895 Death Race Call 

34509 Die Hard Trilogy $51 
31254 Doom * $54 

32715 Fade To Black $53 
29836 Hardball 5 $51 

33214 Hyper 3-D Pinball $45 
10816 Kileak $36 

33172 King’s Field $51 
32713 Loaded $52 

33946 MLB Pennant 

Race $51 

34512 MVP Baseball ‘96 $52 
29834 Mortal Kombat 2 $48 
31268 Myst $51 

33225 NBA Live ‘96 $53 

31561 NFL Game Day $47 
29865 NFL QB Club ‘96 $51 

34290 NHL Powerplay ‘96$52 
33183 Need For Speed $53 

34945 Olympic Summer 

Games 1996 $51 

29855 Parodius $45 

33947 Power Soccer $51 

10932 Powerslave $48 

29889 Project: Overkill $45 

10819 Razorwing $51 

31285 Resident Evil $52 

31913 Road Rash $53 

34942 Robo Pit $45 

34938 Shadoan $51 

33182 Shredfest Call 

10922 Silverload $52 

31275 Slayer (AD&D) $52 

10927 Space Hulk $49 

34946 Star Trek 

Generations $52 

31282 Steel Harbinger Call 

33948 Stike Point $48 

32697 Street Fighter 

Alpha $52 

29899 TNN Outdoor 

Bass ‘96 $54 

34944 Tecmo World Golf $54 
31577 Theme Park $53 

32698 Top Gun $52 

10926 Toshinden 2 $48 

29893 Track & Field $45 

33955 Triple Play ‘97 $53 

31283 VR Baseball $55 

33181 VR Golf $52 

29874 VR Hockey $55 

33180 VR Pool $52 

34505 Williams Arcade S47 

31264 Wing Cmndr. 3 S53 

32689 X-Com $51 

29884 X-Men:Children Of 

The Atom $51 


10712 3DO Panasonic 

w/Gex $189 

10873 3DODVM $175 

10455 3DO Goldstar 

w/2 Games $199 

30879 Gldstr. Controller $32 

34595 Game Guru $35 

10042 Pansnc. Controller $38 
10461 11th Hour $52 

28864 Blade Force $53 

28835 Braindead 13 $51 

32559 Cannon Fodder $35 

28844 Casper $52 

31605 Cyberdillo $51 

31612 D $58 

31618 Deadly Skies $52 

31608 Doom 2 Call 

10183 Dragon Lore $48 

28874 Dragon's Lair 2 $51 

31613 Foes Of Ali $53 

10259 Gex $52 

10263 Hell $45 

28939 Horde, The $52 

2.8845 Isis $51 

32562 Jeopardy! $45 

28863 Kingdom Of The 

Far Reaches $46 

33549 Lucienne’s Quest $43 
28873 McKenzie & 

Company $51 

10264 Myst $47 

10266 Need For Speed $48 

28949 Off World 

Interceptor $52 

33968 Onside Soccer $48 

31603 PO’ed $53 

28907 Rebel Assult $48 

10267 Road Rash $58 

28830 Robinson's 

Requiem $51 

31617 Shockwave 2 $52 

28961 Slayer (AD&D) S34 

33203 Snow Job S53 

28832 Space Ace $51 

28860 Space Hulk $48 

28962 Star Control 2 $33 

28904 Striker ‘96 $45 

28923 Theme Park $52 

31604 Theo The 

Dinosaur $46 

33909 Ultimate MK3 $51 

31606 Varuna’s Forces S52 

28842 Waterworld $52 

33550 Wing Cmndr. 4 $56 

32561 Wheel Of Fortune $42 


10290 Saturn Core Unit S254 

31531 Saturn 

w/Virtua Fighter $299 
31505 Arcade Racer $65 
33281 Memory Card + $40 

31535 Mission Stick $65 

31532 Saturn Controller $35 

33285 Stunner $47 

29816 4X4 Gears 

‘n’ Guts $51 

29780 Alien Trilogy $51 
29796 Alone In The Dark S51 
33939 Armed $51 

29799 Blazing Dragons $52 
29798 Braindead 13 $51 

29808 Casper $38 

29809 Creature Shock $54 

31469 Destruction Derby $52 

10908 Dragon’s Lair 2 $51 

33193 Earthworm Jim 2 $48 
31311 F-1 $48 

29778 Fox Hunt $53 

29794 Gex $52. 

31467 Golden Axe 2 $40 

34929 Gun Griffon $46 

32537 Hell $47 

33519 In The Hunt $45 

31464 Iron Rain $46 

33239 Iron Storm $54 

33525 Last Bounty 

Hunter Call 

31 484 Legend Of Thor $58 

33195 Loaded $52 

29813 MLBPA: Bottom 

Of The Ninth $45 
29768 Maximum Surge $52 

31470 Megami Tensei $52 
34925 Microprose 

Football Call 

29744 Mortal Kombat 2 $44 
10943 Myst $51 

29804 NFL QB Club ‘96 $52 

29818 Night Warriors $51 
34928 Olympic Soccer $51 
34923 Olympic Summer 

Games S51 

33196 P.T.O. 2 $58 

29751 Prize Fighter $48 
32548 Project Space $47 
33244 Road Rash $53 

29795 Sega Rally $52 

31461 Shining Wisdom $54 

31471 Slam’n Jam ‘96 $45 

31327 Theme Park $52 

33532 Three Dirty 

Dwarves $45 

33188 Toshinden . $52 

31473 Ultimate MK3 $54 
33100 Virtua Cop 

w/Stunner $67 

29805 WWF Wrestle. $51 
32543 Wing Cmndr. 3 Call 
34517 World Series 

Baseball 2 $52 

29775, X-Men: Children Of 

The Atom $51 


10706 SNES Core Unit $99 
10700 SNES w/K. Gritty $130 
10013 Control Pad $21 
31573 Game Genie $41 
32720 Per4mt;r Steering 

Wheel $70 

28734 1996 Olympic 

Summer Games $50 
28245 Aerobiz 

Supersonic $52 

28448 Bass Masters 

Classic '96 $58 

10337 Biott Hull 

Hockey *95 $53 

1041 1 Carrier Aces $51 
28465 Chavez Boxing 2 $59 
28145 Chrono Trigger $68 
10379 Dirt Trax FX $65 
10204 Donkey Kong 

Country $62 

28242 Donkey Kong 

Country 2 $61 

10265 Doom $66 

34086 Double Dragon 5 $49 
10250 ESPN National 

Hockey Night $57 
28499 ESPN Sunday 

Night Football S57 
28492 Earthworm Jim 2 $59 
10247 FIFA International 

Soccer $44 

31379 Incantation $51 

28236 Int’l Superstar 

Soccer 2 $47 

28608 Jimmy Houston's 

Bass Tournament $60 
31900 J. Madden NFL '96 $56 
28150 Judge Dredd $59 
28344 Ken Griffey Jr: 

Winning Run $61 

28166 Killer Instinct $66 

31392 Lobo $56 

28572 Lord Of The Rings $39 
28574 Lufia $57 

34921 Lufia 2 $65 

31398 Marvel Super 

Heroes $53 

28446 Mohawk & 

Headphone Jack $58 
31899 NBA Live ‘96 $56 

28167 Oscar $51 

28147 PGA Erpn. Tour $61 
28142 Realm $51 

10946 Revolution! X $65 
28642 Robotrek $25 

28240 Secret Of 

Evermore $60 

341 75 Secret Of Mana $60 
28659 Sim Ant S29 

34209 Star Trek Starfleet 

Academy $51 

.28709 Super Mario Kart $35 
34522 Super Mario RPG S66 
31546 Toy Story S65 

31386 Yosbi’s Island $62 
28786 Young Merlin $34 


10702 Genesis Core Unit $99 
10020 6 Button 

Control Pad $15 
32600 ASCII SG6 

Fighter Stick $37 
29403 1996 Olympic 

Summer Games $52 
29430 6 In 1 Cartridge $45 
10514 Addams Family 

Values $45 

10482 Adventures Of 

Batman & Robin S51 
10526 Bass Masters 

Classic $55 

10944 Batman Forever $62 
29229 Beavis & Butthoad $47 
31289 College Football 

USA ‘96 $55 

10937 Comix Zone $54 

2931 1 Earthworm Jim 2 $59 
28078 Frank Thomas Big 

Hurt Baseball $62 
31522 Gargoyles $56 

31453 J. Madden NFL *96 $56 
10522 Kawasaki Super 

Bike Challenge $50 
29419 Liberty Or Death $44 
28106 Lobo $56 

33985 Man Overboard $25 
29436 Micro Machines $25 
33984 Micro Machines 2 $25 
28071 Mortal Kombat 3 $66 
34457 Muhammed Ali 

Boxing $29 

32530 NBA Live ‘96 $56 

28082 Nightmare Circus $51 
10308 Phantasy Star 4 $77 

29510 Pitfall: Mayan 

Adventure $60 

33986 Psycho Pinball $35 
34272 Real Monsters $54 

10945 Revolution X $59 

29567 Shining Force 2 $64 

29414 Spot Goes To 

Hollywood $52 

10498 Time Killers $55 

28095 Triple Play Gold $56 
28092 Vector Man $51 

28101 Waterworld $56 

10939 Weaponlord $58 

10306 Williams Arcade $48 
28038 World Series 

Baseball ‘96 $52 

29699 Zombies Ate My 

Neighbors $24 


120 Game 
. Saves' 


for a Free 

CRAVE Catalog, 
Call Us At: 

(612) 942-9920 
Fax Us At: 

(612) 942-5341 
Or Email Us At: 
CRAVE2RB@ 
AOL.COM 

CRAVE Will Meet Or 
Beat Any 

Competitor’s Prices! 
If You Don’t See It... 
We Can Get It! 


GAME GEAR 


10634 Game Gear Unit S96 
29056 5 In 1 Fun Pack $31 
33553 Arcade Classics $25 
34004 Baku Baku $30 

29068 Batman Forever $38 
29129 Columns $24 

29100 Desert Strike $33 
29066 Earthworm Jim $36 
29113 Frank Thomas Big 

Hurt Baseball $38 
29134 Jeopardy! Sports 

Edition $33 

29117 J. Madden NFL ‘96 $34 

291 18 NHL Hockey ‘96 $35 

29169 Poker Face Paul's 

Black Jack $25 

29190 Side Pocket $35 
29055 Urban Strike $35 

33719 Virtua Fighter 

Animation $30 


CRAVE Now Buys And Sells 
Used Games & Systems! 


We Now Carry Japanese Imports! 
Call For More Information. 


Division: Rockabilia, Inc. 
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SERIOUS 


-ga piers — looking for an 


ADVANTAGE ? 





sahurm 


Devil Summoner 
Dragon’s Lair 2 
Magic Knight Rayearth 
NBA Action 
NHL Power Play 
Need for Speed 
Mystaria 
Shining Wisdom 
Ultimate MK3 
Virtua Cop w/Stunner 


Iron Storm $51 

MVP Baseball ‘96 $51 

Varuna’s Forces $51 

College Slam $46.95 

Guardian Heroes $34.99 

NightWarriors $47.99 

Sega Rally $46.99 

Street Fighter Alpha $46.99 

Toshinden Remix $46.99 

World Series BB $53.99 


what YOU want 


rta uisFahom 


CLOSE OUT SPE 
plies last! Games 
$40. More not liste d 


ASK yourself these QUESTIONS: 

Are you tired of: 

• RUNNING from store to store only to 
find out they don ’t have the game you 

want? 

• GOING around in circles trying to get 
the best price? 

• DEALING with sales people who 
know nothing about video games? 


CIALSH While sup- 
listed below under 
- CALL for the 


lastest info! 

Solar Eclipse Worldwide Soccer 
Black Fire Panzer Dragoon 
Ghen War Clockwork Knight 
NHL All Star Hockey 


Beyond the Beyond 

CALL 


Chronicles of the Sword 

CALL 


MVP Baseball ‘96 

CALL 

More GREAT DEALS!! 

Die Hard Trilogy 

CALL 

Prices from $29.99 and up. 

Dark Stalkers 

$51 

Limited time only! 

MLB Pennant Race 

$51 


NHL PowerPlay Hockey 

$51 

3D Lemmings 

Resident Evil 

$51 

Cyberspeed 

Toshinden 2 

$47 

D 

Triple Play ‘97 

$51 

Descent 

Alien Trilogy 

$48.99 

Hardball 5 

College Slam 

$46.99 

Jumping Flash 

NFL Gameday 

$48.99 

Need for Speed 

NHL Faceoff 

$46.99 

Nova Storm 

Street Figher Alpha 

$46.99 

Viewpoint 


STOP 


looking 


WHEW you want it 


RPG SPECIALS!!! 


3 


We have the HOTTEST 
games at the BEST prices. 

Still stuck on buying games 
the old way? Move on to 
something better. You’re not 
still playing those 8-BIT 
GAMES are you? 

Spend your TIME and 
MONEY on better things — 
like playing and buying more 
games. Get the respect you 
deserve. 

That’s the ADVANTAGE you 
need. Call NOW. 

WinDBflVCn TfCtlHOLOOIfS 


iniinhsucJo 


MASTERCARD, 

VISA, and AMEX ac- 
cepted. 

Prices and availability subject 
to change. All sales final. 
Express shipping S6. NY resi- 
dents add sales tax. 

Defective merchandise ex- 
changed for same title only. 
Not responsible for typo- 
graphical errors. 


New Releases 
Lufia 2 

Marvel Super Heroes 
Super Mario RPG 


Breath of Fire 
Chrono Trigger 
Earth Bound 
Final Fantasy 3 
Illusion of Gaia 
Robotrek 

Secret of Evermore 
Secret of Mana 
Secret of the Stars 


seqa qemsis 

Beyond Oasis 
Light Crusader 
Popful Mail CD 
Shining Force CD 
Shining Force 2 


at the right PRB 


Order by 5:00 PM and we’ll ship your order the same day (in-stock orders only.) 
Call for any game not listed. Pre-order your games and save 5%. Order more than 
one game and save even more. We also have a special toll-free number reserved for 
our customers. Call for details. Or e- nail us at WindRavenT@aol.com. 
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Whew! What a rush!!! This has to have 
been the shortest time we’ve ever taken to 
put an issue out! So you’re probably think- 
ing ‘Gee, that’s... great. So now you guys 
get to sit around and enjoy the good life.’ 
Well, nothing could be further from the 
truth! In fact, Now we’ve got to turn 
around and do the whole thing all over 
again. Yes, There’s been some muttering 
about a mutiny and there are now armed 
guards in the halls, but don’t you worry! 
Just as soon as management puts down 


Either we're drowning in the ocean or here's 
the August Scrambled Mess. Can you find this 
screen somewhere in the magazine? Write the 
name of the game on the back of a postcard 
and mail your entry to: 

August's Scrambled Mess, 

Game Players; 

150 North Hill Drive; 

Brisbane, CA 94005. 

The first entry we pick out of the box on the 
day we lay out this page, wins the Mystery 
Prize. Remember to include the system you 
own. All the usual rules apply. The winner of 
our April’s Scrambled Mess Contest was Mike 
Guastaferro, of 
Aviano, Italy. He correctly identified the 
scrambled picture as a screen shot from 
Descent Your Mystery Prize is on the way, 
Mike, but our carrier pigeons keep crashing on 
the overseas flight- 10 he patient! 


that riot over in the art department, we’ll 
get right down to creating another issue of 
the videogame magazine you know and 
love! So keep your eyes peeled for the 
September issue of game players, 
which will be on sale everywhere on 
August 6th. Until then, keep sending in 
those loaves of bread with the files baked 
in ’em! They don’t work too good on our 
stainless steel shackles, but with just four 
more files, we can finish that xylophone 
we’re building! Dig that crazy jazz!!! 
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